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The Edge | 
have you got it? 


“The Edge'll have to move to new premises to make sure 
that they’ve got room on their office walls for all the awards 
they have won (for Fairlight). .?* CRASH April 1986 
(PS. — We've moved!) 


The Edge, 36-38 Southampton Street, Covent Garden, 
London WC2E 7HE. Tel: 01-831 1801 (4-lines). Tlx: 892379. 





*Crash Readers voted Fairlight ‘Best Graphics, “Best Music, 
Best Areade Adventure, ‘State of the Art Award’ for 1985. 
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MANY THANKS 

Our thanks qo to The Nusic 
Mill Limited of Mill Lane, 
Yeovil, for the loan of the quitar 
featured on our front cover. 
Also, many thanks to Hemisph- 
eres of Sidetrax, 58 Park Street, 
Bristol, for the shades casually 
donned by Arnold for the shot. 
These cost £4.25, bul Hemisph- 
eres tell me they will knock 10 
percent off the price to anyone 


lind ourselves in need of an 
Arnold enthusiast urgently. 

The person we are looking 
lor should have a pretty thorough 
knowledge of the Amstrad CPC 
range, both hardware and 


| software, and be able to write to 


theAA standard too - which as we 
all know is pretty high! He or she 
must be prepared to do anything 
from making the tea or answering 
the phone to writing the 
Mastergame review. We are 
particularly looking for someone 
with a technical bent, so fluency in 
Machine Code would be handy, 
though not vital. 

The job will of course be 


Bye-bye hi-score 
Okay, okay, we're sorry we've 
dropped Hi-Score from AA, but 
im alraid it just had to go. We 
had no way of checking the 
hundreds of entries, and we 
have better things to do with the 
space. Instead we have intro- 
duced First-Day Target Scores 
on all our reviews, which should 
give people a better idea of 
Whether they are doing reason- 
ably or failing miserably. 


Vanted - an Amstrad buff 


The Future Publishing Team is 
| expanding at the Old Barn, and we 


based in Somerton, which is a 
small country town with little in the 
way of nightlife or public transport. 
It cannot compete with the bright 
lights. of London, but if you like 
fresh air and countryside i's gota 
lot to offer. 

lf you think you might fit the 
bill, then send us a letter giving 
personal details, together with a 
CV, a typewritten sample of a 
dames review and a senous 
software review. Send it to 
Amstrad Buff, The Editor, Amstrad 
Action, The Old Barn, Brunel 
Precinct, Somerton, 
somerset TA11 5AH 
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We've received a flood of letters once again, including 
many pleas for Toot and Vo/ce of the People. Toot fans 
should see our last issue, and as for VOP = if you don't 
send us your views then we can’t print them! 

Among the many pleas for more disk-based 
Cheat Mode, Liam McMaster raises a controversial 
moral issue and lan Grainger deplores the rising cost 
of games. Problem Affic is bursting ovt of its rafters, 
and technical wizard Andy hasn't been seen for days, 
up there sorting out your problems. 

If you fancy seeing your name in print — and you 
may win a £15 software voucher — then why not write 
to: ReAction, Amsfrad Action, Somerton, Somersel, 


TA11 5AH. 
Cheat Mode for disk 


Il have recently purchased a 


6128 and two disk games, Spin- | 


dizzy and Satman. Both com- 
puter and games are proving 
excellent value for money. I was 
very pleased upon reading 
Your magazine that you have a 


Cheat Mode section, as infinite | 


lives or time on both the above 
games will not detract in the 
least from the pleasure of 
playing them. 

Therefore my disappoint- 
ment was all the more when | 
discovered that Cheat Mode 
deals only with tape games (as, I 
should add, do the other maqa- 
zines.) I hope in future Cheat 
Mode can be axtended to disk 
games, especially as these are 
on the increase. I would be de- 
lighted if you could send me the 
disk Cheat Modes for Spindizzy 
and Batman, if anyone has found 
] Alderton 
Aughton, Lancs 


Cheat Mode does indeed deal 
mainly with tape-based games, 
though we have prinfed quite a 
few pokes for disk games rec- 


ently. We can only print the | 
pokes that you send in, so | 
disk — 


please send us more 


pokes! 


Flying between 
Arnolds 

A friend and | are desperate to 
find any games, especially flight 
simulations, which can be run 
between two Amstrada simulta- 
neously, We both own 464s and 
so far we know of only PS5's 
Tobruk 1942 which has the op- 
tion to run on two Arnolds at the 
same time. Please help us out of 





| this predicament. 
| Mr C Alexis 


157 Reigate Road, Downham 
Bromley, Kent 
BR1 5jL 


That's the only one we've heard 
of foo! 





"leas LIKE HES Too 
Sb TO WING THE Joysyice 
WITH HIG AMSTBAP... * 


No sweetness for 
Sugar 


Incentive will soon release GAC 
Pius and they will give an up- 
grade to the owners of GAC. 
That's what you call good cus- 
tomer service. 

So much for Alan Sugar and 
his customer service. Where's 
the upgrade for my CPC 66547 
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Did you hear about his £28 mil- 
lion profit? Couldn't he spare 
some and remove the lingering 
bitter taste from the mouth of 
every 664 owner? 

My friend also has a CPC 
664 with a ODkK'tronics 64K 
expansion. But thal puts. strain 
on the expansion port, as the 
Tam expansion does not level 
with the base of the computer — 
although it its perfectly on the 
464! 

5O you see why it would be 
better getting an official up- 
grade. There is also software 
that uses the CPC 6128's extra 
memory, which means CPC 664 


owners would have to buy a 64k | : pict 7 
| Komp. | use it to chase my cat. 


there is one), contradicting the 
fact that the CPC 664 was built 


for fast access to software. Isn't | 


there a law against misleading 
information? 

Well better cool off before I 
do something wicked like burn- 
ing the nearest bag of sugar! 

Why not do a survey to find 


} out how many CPC 664 owners 


are out there? 
ACPC 664 owner 
Belfast 


There is a Voriex KAM upgrade 
that actually fitts inside ihe case 
of your computer, 30 putting yo 
strain at all an Arnold's case. It 
Was reviewed in our March ‘G6 
issue. 

On your main pom — that’s 
the compufer business J'm 
afraid! 


Cheating on the 
6128 

Town a one-year-old 6128 with a 
few (notice the stress on the 
word few!) itams of software. | 
am also one of those Cheat 
Mode fanatics and like hacking 
at games — well, trying to. But, 
there is one main drawback: all 
of the cheat modes printed in 
AA are for Arnold, and I find 
this very annoying, since I have 
a very rickety tape lead. 50 1am 
pleading for all those hackers 
out there to get cracking on 
some disk-based hacking 


| programs. 


Andrew Fraser 
Marnhull, Dorset 


You'll be particularly pleased 
with the Sorcery Plus pokes in 
this month’s Cheat Mode - 





which were received from re- 


| aders. Lot's have more! 


Beware Kat's 
revenge! 

some of your game reviews do 
not mention all of the gama's 
features. For instance, why 
didn't you mention the tune al 
the beginning of Turbo £spri 
or the music in Hlite or the 
shape-change feature in Spin- 
dizzy? I could list several more. 
It doesnt matter to miss out 
these things on lower-quality 
games, but two of these were 
mastergames! 

Do you know if any of these 
Games are to be converted to 
the Amstrad: Oridium (Hewson 
Consultants), Ace (Cascade), 
Pitstop 2 (US Gold/Epyx), Speed 
Aing (Mastertronic)? I have seen 


vall these on the Commodore 64 
| (hornble word) and J think they 
| are first-class. 


Finally, thanks for a great 
mag, and for the remote-control 


Ken Muriitt 
Crawley, West Sussex 


All the-features you mention 
don't affect the essential game- 


play. We leave you a few plea- 


sant surprises wilhoul missing 
anything important. 
Conversions: no, yes, mo, 
yes. 
Pussycat: not the purpose 
for which prize was provided. 
RSPCA and AA alerted. 


Good game, decent 
joystick 

Cor! Strooth!! You know how to 
make a frooby mag, don't yer? 
August issue was brill and hi to 
Matthew Denning, Sean Murphy 
and Stewart Wilson (see ihi- 
score charts). 

Apart from all that bumpf | 
would just ike to say what a 
brilliant game Aane is and what 
valuc (look out all you big 
houses.) if it wasn't for AA | 
would never have bought it. 

I would also like to recom- 
mend a joystick that'll beat all 
others on performance 
(although it doesn't have buttons 
and switches and knobs every- 
where). It's the standard Atari 
joystick. The one I have has 
laken severe battering off Daley 
Thompson, Geoff Capes and 
others like ‘em. Fairly cheap 
too. 

Well, keep up the good 
work on a great mag and keep 
up the good games, Master- 


| tronic. Yours, chuffed and over 


the Moon, 


Mr Spaceman 


York 











Where is Big League 
Soccer? 


Your answer to Mr T Fenton of 
London in the April AA regard- 
ing the attempted purchase of 
software was, ‘Wait till the 
game's actually reviewed or the 
news pages of a mag tell you it's 
definitely out, before you send 
off for it.’ ] took your advice on a 
game given an AA rave on page 
72 of the same issue: Big League 
Soccer I, So in June | sent off my 
cheque via your mail-order dis- 
count service. A couple of days 
later 1 received a compliments 
slip saying Big League Soccer 
Was not yet released and a copy 
would be sent as soon as po- 
ssible. Now having taken your 
advice, it appears to me that we 
cannot trust yourselves. 

It appears to me that this 
happens quite often. Why don't 
you publish a blacklist of soft- 


ware houses that take us poor | 


Amstrad users for fools? Many 


of your readers must be very | 


disappointed when they find 
they are not able to purchase a 
game after having read 
reviews. 

AW Dodd 

Stockport 


The game is now out, affer pro- 
gramming and production pro- 
Siems (the nature of the game), 
and 1s available mail-order from 
us. We apologise for the delay 
but there was not much we 
could do about it, We, like you, 
wish that companies would not 
announce new titles foo 
prematurely. 


Vou |? 





|an incredible £9.95, 
| twice as much. 








Prophets of fecotr 

Back in the autumn of 1584, 
when I first considered getting 
my beloved Amstrad and left 
my Spectrum (am ! allowed to 
say this?) to gather dust, a 
rather well-known = software 
company called Ultimate Play 
the Game brought out the most 
fantastic game of the time for the 
ola rubber plantation (you 
know, the Spectrum - oops 
sorry!) It was called Knightlore. 
It revolutionised the games mar- 
ket and Ultimate, realising this, 
upped their prices from £5.50 toe 


Nobody seemed to mind as 


the game was so brilliant, and 


the game went soaring to num- 
ber one in the charts. Other 
software houses, seeing the 
tremendous success of the 


| game, decided that if sucha 


highly priced game could go to 
number one, then they would 
put up their own prices. So the 
public went out with a tenner in 
hand, bought what must be bril- 
liant game because it cost them 
a tenner, got home, loaded it 
up, and then cried their eyes 
out wondering what had hap- 
pened to the state of the soft- 
ware market. 

This is why now, nearly two 
years later, the public is still 
paying a tenner for Anightlore 
clones such as Bacnan, Get De- 
xfer and Fairlight. 1 know they 
are all good, but surely they 
would sell more copies at 
around £5, thus making a biq- 
ger profit. 


REACTION 





=. ware. There is no reason why 


_ __he should not swap tapes, disks. 
‘= pup. -OMs — computers even! — as 


-. long as they are originals. Your 


ee je analogy to books is ludicrous. 
Sooo. Books and records are better 
Shen Protected by copyright than 
—“- programs, but I can buy an 


album, play it and then sell or 


ee See swap it. Of course, if I tape if 
ant ape. rst 1am breaking the law, but 


.. the 
3 swapping. 


that is where the offence lies, 
copying and not the 


Third: your reply to T A 


- E Gray about ye olde double 


= linefeed problem. Well, all 
eres . Tight, T almost agree with you 


here, it should be possible to 


- = configure any word-processor 


hae double-spacing, 


The thing that really gets 
me though, is that I can get a 
better-quality game, from a 
budget company called Master- 
tronic, called Anmight Tyme, at a 
price of £2.99. I wonder where 
the other companies’ profits go. 


‘Into the petrol tank of their 


programmer's turbo Porsche 
perhaps - if it gets to the 


| programmers! 


I'll wait to tackle the price of 


disk software next time around | | 


— i my disk-based word. 
processor hasn { been 
repossessed. 

lan Grainger 

Wingate, Co Durham 


Swallow our 
medicine 
| have been a requiar sub- 


scriber to computer magainzes | | 


since 1979 and bought my first 
micro in 1980, In that time I have 
seen some utter rubbish printed 
in reply to readers*® queries, but 


nothing so far can compare with 


the August AA! Most of your 
replies managed to avoid 
saying anything concrete, but 
when you did, oh boy! 

First: your reply to Paul 
Webb regarding hic problem 


with Profext on ROM and Cyrus 


i Chess on disk. Arnor included 
a command |ROMONT in the 
Protext ROM which resets the 
computer but without initialising 
any ROM except the disk ROM. 
Instant emulation of a Profext- 
less. Amstrad. 

Second: your reply to Rob- 


ert Lamb about swapping soft- | 


a peddytat ... 


yr 


— 
| ee 
— 





to cope with CR only. Your so- 
lution will not allow proper 
subscripting, 
etc. The simplest (reversible) 
hardware fix is to put a sliver of 
tape over pin 14 on the edge 
connector. 

You may find it hard to be- 
lieve after all that, but I actually 
like Amstrad Action. So keep up 
the good work, bul do ensure 
your thoughtware is running 


before starting your word- 
processor! 
Dr Patrick J R Harkin 


PS. If 1 don't win some soft- 
ware, | shall write to you aqain, 
so there! 


"| 
L 1 


ial 
bd _— 
mete 





UWE'LL SAVE A FORTUNE on 
MEPICAL ScHOOL FEES __" 


PPo. In case you're wonder- 
ing what micro I had in 1980, it 
was a I6K Exidy Sorcerer (takes 
you back, huh?) which I had 
bought while [ was still a med- 
ical student. Two degrees 
(medicine and genetics) and 
three computers (Dragon, Spec- 
trum and 6128) later I now lec- | 
ture where I was once a student 
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RE-ACTION 


and have introduced computer- 
assisted learning into our un- 
dergraduate curriculum of 


pathology. 


First if you fave read the Sep- 
fember issue you would have 
geen a very informative letter 
from Armor poinfing wus out. 
We fave slood corrected 
auready. 

Second: you are technically 
right of course, bul if is so easy 
fo copy game casselies Defore 
lending them on that we feel that 
we should warn our readers 
against ciibs whose main activ- 
iy 18 swapping games, as they 
may well be involved in sofi- 
ware piracy. 

Third: slivers of tape have a 
horrible habit of disappearing 
inside your Arnold. 

We look forward to your 
points four, five and six. 


Anyone for chess? 


Does anyone know of a chess | 


game that two can play, instead 
of playing the computer? Also 
are there any amateur radio re- 
aderse who know where I can get 
some information on the use of 
the Amstrad with radio? 
And dre you able to pass on 
to the readers that | will swap a 
16-bit TIS9/4A computer with 
joysticks, games, Mags and a 
personal record-keeping 
module, all in new condition, for 
a printer that will fit the Amstrad 
6647 
Many thanks for an enjoy- 
able mag. 
William Fairbairn 
5 Dumbarton Road 
Fort William, Inverness-shire 
PH33 600 


Both Cyrus [| Chess and 
Colossus Chess 4, from Amsoft 
and CDS respectively have tvo- 
player oplions. Of the two we 
prefer Colossus Chess. 

On your second point, there 
are numerous books avaiable 
on the subject of communic- 
anions, some with chapfers spec- 
ically on radio comms. We 
suggest you scour 
shops for a suitable book on the 
subject. 


Allo-allo-allo 

Every now and then my Ammy 

picks up the local police radio. 

it's weird when your computer 

starts speaking to yer! 

James Bland 

Stonehaven, Aberdeen 

Tech ed says fus fi-fi (nof an 
msirad) picks up police, but 

has never before heard of 

Arnold behaving in such an wl- 

egal manner. 


Letters ed cut a Jor of this 


six-page epstle. eur 


short! 


Keep . 





fhe book- | 





Share your printer? 

I need access to an Amstrad 
printer, and | was wondering 
whether any readers could help 
me; I'd obviously pay for the 
use of the peripheral. 

Paul Gill 

19a Bradgate Ave 

Cheadle, Cheshire 

SKB 3AQ 


A friend in need 

During an idle hour last night, 
which I spent reading back 
numbers of your magazine, | 
could not help noticing that in 
the letters section the same 
complaint came up several 
times. What is this recurring 
complaint? It is simply that many 
people are feeling cut off and on 
their own as far as their hobby 
is concerned. Not for them Je 
gregarious pursuits of the 
spectrum /Commodore 64 


| owner, due mainly to having the 


only or perhaps one of the few 
Amstrads in their area. It was 
with this in mind that | decided 
to offer these poor souls some 
help, having suffered the same 
complaint for over a year 
myself. 

What kind of help would be 
required or sought [ have little 
idea, but as a start a postal user 
club with nominal fees would be 
a Slap in the right direction. This 
decided | have taken it upon 
myself to try to organise this. At 
present the format of said club 
would be no membership fee, a 
once monthly (to start) newslet- 
ter 
hints, pokes for arcade games, 
help with adventures, and per- 
haps a swap shop area for 
members. 

Obviously this format is 
open to change if there is, for 
instance, any aréa where mem- 
bers would like more or legs 
hme/space devoted. Also, open 
access listings 
cluded: or this area might be 
better catered for in a tape/disc 
format. All this and more would 
be lett entirely up to any mem- 
bers concerned 

The above scheme, whule 
practical, stumbled at the very 


| first hurdle in that | was unable 


to contact these potential mem- 


bers due to your habit of not | 


printing full addresses. While I 
understand that this may be a 
legal requirement | give full 
permission to publih my ad- 
dress as otherwise there can be 
no replies. 

Gordon Tacomine 

30 Finavon Street 

Dundee 

Scotland 


As you can see, Wwe are quile 
happy to print your full address 
there is good reason! 
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containing programming | 


could be in- | 





| no doubt 


Colour programming 
[have only recently deciphered 
the Amstrad manual and can 
now define characters using the 
symbol command. But you can 
use only one colour using this 
method. |] have got more than 
one colour by setting the char- 
acters transparent and putting 
two characters on top of each 
other. This takes a lot of time. Is 
there another way? 

Could you also do a review 
of some of the speech synthe- 
gisers around? Is Speech from 
Superior Software (advertised 
in August issue) available in the 
shops yet? 

You have the best magazine 
on the market. Don't go chang- 
ing it too much and make sure 
Joyce doesn't take up too much 
space. 

By the way your Type-ings 
are getting better and better. 
Blitter was first-class, and Boun- 
cers Was great too. 

Mark Baron 

Poole, Dorset 

I'm afraid you're already using 
the fastest method of producing 
multi-coloured characters, short 


| of writing your own roufines in 


machine code. 

We have had a production 
copy of Speech, and hope to 
review If next issue. 

As fer your worry about 
Joyce taking over, Arnold has 
thig magazine all to himself now; 


| Joyee is out on the streets tus 
ymonth in her own tile, 8000 


Plus. 


Defining Tasword 


keys 
Hullo there, you lovable loomes. 
Anyone who can make a career 


| out of zapping whatzits and 


dodging thingamybobs must be 
looney. And my grandpappie 
would have sound advice for 
you lot: "Go out and get a pro- 
per job!’ Thanks for a smashing 
magazine. 

As even perfection has 
room for improvement, how 
about a retrospective index to 
past games and reviews? 

Now chief quru of the 454, 
please help me if you can, or 
publish my address so those 
fantastic readers of yours will 
help me out of my misery and 
let me in on the secret they will 
have long since 
worked out. 

The Tasword 464 word- 
processing program has the 
facility to redefine some keys 
for words which occur often; 
however, they limit the number 


| of characters, for all keys, to a 


mere 120. As | would like to use 
far more than this, is there any- 
way to poke or otherwise alter 
the program so that 1 can have at 







least 2000 characters? 

Please explain in the sim- 
plest of terms as 1 am an A-pert 
(opposite to X-pert). If there is 
no solution could you tell me if 
there is a word-processing 
program which could give me 
this facility? 

E K Scott 
London N14 


You Alon - | ALWAYS 
THOUGHT A WORD-PROCESsoF 
WAS A BIT DIFFERENT...” 


I don't know of any word- 
processor that allows you fo in- 
ser! so many Characters with a 
single keystroke. It sounds fo 
me as if you aré approaching 
the problem from the wrong 
direction. Presumably you have 
whole paragraphs of text that 
you offen need fo insert into 2 
document. The best way is fo 
slore these as separate files on 
your work tape or disk (it really 
comes info ig own with a disk- 
based system). You can then use 
the ‘merge’ facility In Tasword 
fo insert these files aft the curr- 
enf cursor position. If you have 
problems then certainly both 
NewWord and WordStar have 
tus faculty. 


Joyless stick 
When we got this month's AA | 
was pleased to see you were 
offering a Korix speedking joy- 
stick, so | went and got the issue 
in which you had reviewed it. 
My heart sank when | saw 
that it just used microswitches, 
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for when I first got my computer 
I got a Quickshot I joystick. 
Pretty soon it started to break 
down. We got a replacement, 
assuming we must have had 
some bad luck. But when | 
| plugged it in, I discovered the 
same thing again! When we re- 
turned this one and asked for 
another replacement the man 
said that he was not stocking 
Quickshot joysticks any more. 

so 1 got an Amsoft JYe joy- 
stick. This wag all right for a few 
months until one day playing 
Harrier Attack it didn’t respond. 
Then a few weeks later two of 
the suckers ripped off. All of the 
1 joysticks were microswitch joy- 
sticks, so you can see why I am 
very wary of the Konix Speed- 
king. Is this joystick as durable 
as you say? 

Oisin Lawless 

Dublin 

I don't know what makes you 
think the Quickshot IT and /Y2 
are microswitch joysicks, but I 
can assure you they aren't. They 
both use ‘popper-button' 
switches - domed metal con: 
facts mounfed directly on the 
circuit board. These are cheap 
fo produce, Duf they re much 
Jess responsive and durabie 
than the microswitches in the 
Konix or the Jeaf-spring 
switches in the Wico, Bob's 
other fave joystick. 

Is the Konix as durable as 
we say? Well, since the review 
we've subjected if to six months 
of real hammering and it’s still 
going strong. I'd cail tha! dur- 
able, wouldn't you? 


No colour ghosts 


on modulated TV 

My son purchased Elite’s latest 
game, Ghosts and CGobjins, on 
cassette for lis Amstrad 664, 
which operates with a colour 
television and modulator in- 
stead of an Amstrad monitor. 

He found that the loading 
picture came up in colour. How- 
ever, once he started to play the 
game it changed to black-and- 
white. We returned the game to 

| Elite to ascertain the fault or 
obtain a refund. 

Elite's director B R Wilcox 
telephoned that the fault lies 
with our set-up and not his 
game. The game, he says, is 
designed for the Amstrad sy- 
stem and not for the computer 
with a colour TV and modulator. 








PROBLEM ATTIC 
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We pointed out that the 
cassette case does not so spec- 
ify, and that other Elite games 
load withoul problems. He said 
the game worked and that it was 
unfortunate that it did not work 
for people without colour 
monitors. 

We would hike you to warn 
other Amstrad users who might 
be considering purchasing the 
game. 

Richard Lord and 

dejected out-of-pocket 

gon Jason 

Felixstowe, Suffolk 

You aré nol ine only person 
complaimng on tus point — our 
phone has been ringing foo. 

With dus kind of thing, your 
bes! Det us fo go Dack fo the 
shop where you bought the 
game and ask for a refund. 

We spoke fo Mr Wilcox af 
Elite about tig probjem, and 
were fold that future releases 
would also De tested on systems 
using modulator and colour TV, 
now they are aware of this sifu- 
ation. This problem may apply 
to other tlles foo, so anyone 
using T'V via modulator rather 
than the Amstrad's own monitor 
would be wise fo make thus 
clear to the shop before they 
buy any game. That way te 
shop would be obliged fo give 
you your money Dack if the 
game furned oul nor to work 
properly. 

However, anyone with thus 
problem should complain and 
complain foudly. A green- 
screen Amstrad system with an 
auxiliary colour TV, driven by 
Amstrad 's own muduilator, is by 
no means an unusual or unor- 
thodox system. Software houses 
should ensure their titles run on 
such 4 system, or make clear on 
the packaging that a title does 
not work with TV modulator. 





Strange commands 
Never having written to a maga- 





zine before I now find myself 
writing for the second time in a 
few days. 

Concerning the “Graphics 
Bonanza" on pages 92 & 93 of 
the May ‘Amstrad Action’, I 
have typed in all three 
programs and all work very 
nicely. 

However | wonder if you or 
James Cadwallader could 
explain one or two points on the 
Rotating Sphere program:- 

a. Line 335. “secondnum 
ysize"’ appears to serve no pur- 
pose whatsoever. 

b. Lines 370 and 510. As line 370 
sets ‘first’ to Z it would appear 
that the program will always 
GOSUB 1840 and never GOSUB 
1930. Hence lines 1930-1995 will 
never be used. In line 370, What 
purpose does ‘last = 15" serve 
as “last"’ doesn't appear any- 
where else? 

Major ] H A Bryden MBE 
Edinburgh 


We edited that jisting for length. 
The commands you mention are 
left over from the earlier ver- 
sion, and should really have 
been excised by us. 


Serialised ROM 

l own a CPC 6128 and wish to fit 
Arnor’s Utopia on ROM, As I do 
not own a ROM board would it 
be possible to fit thie ROM into 
the Amstrad R5232 interface? If 
this is possible, how would I go 
about fitting the ROM and how 
would | call it'up for use? 

[ enjoy reading your first- 
class magazine and find your 
recent CP/M tutorial of great 
help. Keep up the tutorial-type 
help and the first-class reviews 
of both¢eoft- and hardware. 

C Madrell 

Cleveland 

I don't know if Utopia demands 
some particular ROM number - 
check the instruchons on this 
but assuming uw doesn't you 
should have no problems fitting 
it in place of your RS232 ROM. 
Whether it's a good idea or not 
is another matter: for one thing, 
you'll have to swap the ROMs 
over every ime you want fo use 
the interface. 


Tape-disk trauma 

Is it possible to qet Starion, Yie 
Ar Kung Fu or They Sold a 
Millon onto disk? I have been 
trying for ages, having many 4 


RE-ACTION 


sleepless night, trying to crack 
it. Also I bought Hunchback I 
for my 664, anc it just refuses to 
work. | am sure that you brill 
mag magicians can think of 
something. 

Anyway I think that the mag 
is great (grovel, grovel) but | 
think a little bit more of the Pilg 
wouldn't go amiss, Also is it | 
strange that my Quickshot II joy- 


stick is able to crash my 
computer? 

D Wreford 

Eversley, Hampshire 


Bad news: Hunchback II is plain 
incompatible with the 664 — sf is 
an old game, probably still 
under development when. the 
664 was released, and software 
houses werent af thaf tune 
aware of compatibility pro- 
blems. The packaging sfales 
that it rungs on the CPC 464. 

As for the Quickshot II, just 
don't use the aufo-fire Dutton 
and you won't have trouble, 


Joy from Arnor 

I saw Mr Webb's letter (Auqust) 
complaining that Cyrus If Chess 
crashes on his 6128 with Protext 
on ROM. | had the same pro- 
blem with my 464, notably with 
Battle of Brifain, which locks up 
at the exciting bits, and 
Arnhem, where the character 
sel is corrupted. 

The last thing Mr Webb 
should do is keep removing and 
refiting the Proftexf board 
because eventually the connec- 
tors will give up. I rang Arnor 
and they sent me a little routine 
which disables all ROMs except 
the disk drive on the 464. 

[ have got both a Quickshot 
Il and a Quickshot I Plus joy- 
stick, and find that both sticks 
work OK with some programs 
provided the autofire is turned 
off, but that with other programs 
the stick is locked on fire per- 
manently whatever you do. Thus 
is particularly unfortunate in 
Elite because space stations res- 
ent my feeble attempts at doc- 
king enough without my stuck 
stick trying to shoot chunks off 
them as well. Any suggestions? 
G J Edwards 
Leeds 
Amor’s helpful routines for the 
various other Amstrad models 
were published in the Sepfem- 
ber issue, page II. 

I've never had any pro- 
blems using @ Quickshor I with 
Elite mysell. ft could be a fault in | 
the aufofire switch on your stick, | 
but that stil wouldn't explain 
why you have the problem with 
just cerfain games. / can only 
suggest thaf you buy a better 
joystick, or play on keys | 
imsfead. 
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Powertul stereo amplifier which utilises the Range of music tapes which complement the 








Amstrads full sound capabilities. Maestro perfecily. 

Compatable with the 464, 664 and 6128 Can be used with your own Hi-Fi speakers. 
COMIPURGES. A must for all: music lovers 

Very easy to use. Demonstration software Designed by experts 

inciuded. otal Oa eae : 





Enhances most existing software in 
wondertul stereo. 

No external power supply needed. 

Works with ALL aga ons. 

Complete with two hich quality 30 watt 
double cone air suspension speakers in pod 
mounts, for group listening and a pair of 
hqghtwenght headphones for personal 
listening. 


VANGUARD LEISURE LTD. 


CHURCH ROW CHAMBERS, FRANKLANDS 
LONGTON, PRESTON PH 5°70 
Telephone (0772) 617605 
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| on tape (free) or disk (S0p) and 2 


Reveal yourselves! 

Why don't you givé us more 
info on yourselves and what you 
get up to in those crazy Some- 
rton offices. A certain CBM 64 
mag had no problem in reveal- 
ing themselves on to the public. 
Was Bob Wade one of them? 
iellow, he has seen the 

rror of his ways!) Give us a 
page of gossip or funny things 
which happened around your 
offices in the past month. Call it 
the ‘BACK PAGE’ or ‘MATT'S 
EYE’. (Do you like being called 
Matt your lordship’) 

] agree with most of your 
reviews but with Aypersports | 
disagree. Hypersports 1s slow, 
graphically dull and unplay- 
able. I think the mighty BW was 
being a litte too qenerous 
(88%). Your layout is a hitlle 
haphazard but there is good 
editorial to read. Please have 


more software reviewers, and | 


where did the third opinion go? 
Voice of the People is a great 
idea although people 

whe buy 


Groups & penpals 


We think it would be a good idea if 
you had a ‘dub’ page m your 
magazine (well, maybe not a page, 
but a section). We are a sort af 
club, not the type that meets any- 
where, Dut we send cut monthly 
newsletter is full of reviews, news, 
quizes, competitions, cic. We only 
launched a couple of months ago, 
but we do have two members! 

Our club 1s called Cotac (Club 
of Teenage Amstrad Camputerists) 
and our newsletter, Contact from 
Cofac is aimed at the léto-16 age 
group. To join we ask £1.25, for 12 
monthly newsletters plus free pos- 
ters, demo programs, blank cass- 
ettes and t-shirts (if available). 
Selena King 
48 Dover Road, room 14 
Wanstead, London E)2 SEA 


OX, bere goes wilt a summary of 
Six issues of Amstrad Comput- 


| ing Newsletter have Seen pub- 
| Bshed (at £1) since September 1985, 
| with no adverts other than com- 


I arg cen also join a round-robin 


library 


a1 for copying and postage]. 
Contact Chris Bryant, 11 Haven- 


ee 


in Norfolk, ‘ordinary people 
fom al wales of life with key- 


beards attached to their fingers’ 


can send a selfaddressed stamped 


Formgal | stasis sacle 6/28). 


games always think they have 
got a good game. This tends to 
make their statements a little 
unriair. 

Richard (Da Vinci 

of the North) Spence 

Co Down, N Ireland 


DO you want fo cnow what qoes 
on down in the Old Barn? Much 
keyboard Dashing and joystick 
Iirashing mostly — with tie odd 
Oi of craziness in Demween... 


Read the review 

l recently bought the game Rad- 
zone by Mastertronic for my 
4604. The game is great, in fact 
it's my best game, but while 


playing it I noticed more than a | 


passing resemblance to The 
scout Steps Ouf sold by Amsoft. 


I have not actually played Scour 
but I have numerous reviews | 


and screenshots of the qame. 
If both games are written by 
ihe same person is he conning 


envelope fo Amstrad User Group 
(Norfolk), 33 Goose Lane, Sutton, 
Stalham, Norfolk. 
find a body has been formed 
to help all user groups m #ntam 
and Europe ‘by acting as a pres- 
sure group, providing a single 
voice for Amstrad users every- 
where. ff alo admurnmsers a 
discountcard scheme and pro- 
duces a monty newsletter by and 
for afilafed cubs Amstrad 
Groups Federation, 4 Sutton 
The following individuals 
woud like pen-pals. Wed suggest 
sending an 3.42.e. 1 you wile. 
ston, mr Dkley, W. Yorks, LS29 GLU 
Stephen Pope, 14 Fallowfeld 
Ave, Hall Green, Birmingham, Bag 
GND jany club m the Burmingham 
area?) 
» David Muldoon, 35 Mansfeld 
Crescent, Chapelton, ar Strathaven, 
Lanarkshire, ML10 GSB 
Mark Cottam, 45 Staton Koad, 
Penketh, Warrington, Chesfure, 
Dan Roberts, 38 Felton Lea, ad- 
cup, Aent, DAJ4 GRA (has 464 with 
aire) 
Robert Rowbotham, ¢ Parkgate 
Way, Shaw, Oldham, OL2 &/H 
(wants Oldham-area fends with 
#4) 
Road, Sutton-on-5Sea, Lines, LNiz 
ALT (age 16, owme 464) 
PSérno Vasgues, ua General 
Siva Freire 15]-2D, 1900 Lisbon, 











the public and Amsoft and Mas- 


tertronic? [If one is a copy of the | 
other, is this legal? Is it all a | 
| Dig coincidence? Am I! com- | 
| pletely wrong about the whole | 


thing? 
Gavin Tyte 
High Wycombe, Bucks 


Kead our review of Radzone 
(July). We said it's by the same 
authors, in a simular style, bul a 
Budget game: £2 instead of £9. 
$0, no, It isn't a rip-off. 





Unimpressed 
Okay, okay, so I gather your 


reviewer did not like Nuclear | 


Heist —- bul what a review. 


oo it was not Who Dares | 


Wins if quality, but it was one of 


the few Amstrad games which 1s | 


fast. 


| certamly a good idea 





You said my qame features 
‘Hickenng sprites. They are 
fast, but they do not flicker. 
Maybe it's your eyes. You were 
so busy mocking my game you 
swapped the pictures for Bal! 
Blazer and Monty on the Run. 

Thank you for giving me 
just over half marks for the 
sound on this game. I also did 
the sound for Aivapede which 
attracted a high percentage for 
the sonics and a better review 
than mine. 

Despite al] this you produce 
an excellant magazine. In future 
could you pnt the author's 
name ina review? 

Jon Paul Eldridge 
Trowbridge, Wilts 


if | remember correctly, the 
graphics and sound weren't the 
mam problem with Nuclear 
Heist. 

On your second point, 
Ponting the author's name is 
— the fro- 
uble is offen actually finding cut 
whe ihe main author of the 
game was. As offen as not if is 4 
feam effort involving a host of 
people on various aspects of the 
program and the concept. 
Thanks for the idea though. 


SIREN SOFTWARE 


MASTER DISC*“NEW* 


The only disk utility package you will ever need, 
this program really does it all. IMAGE - make 
backups of your disks (inc. funny formats. etc) 


DIRECTORY EDITOR 


unerase files, show 


hiddentiles, secures tiles etc. 

SPEEDFORM - format your disks lightning fast. 
SECTOR EDITOR - complete sector editor. 
DEPROTECTOR - deprotect a Basic program. 
DISK HEADER - display start, length, type, etc of 


| Tiles. 


TAPE HEADER - as for disk heacer, but for tape. 


TRANSFILE 
tape or disk to disk. 


- transfer individual files from disk to 


DISKMAP - shows how files are stored on disk. 


| T¥YPESTYLE 
ASCII file. 


- display on 


screen of printer any 


DUMPFILE - display Hex/ASCIl format for contents 


of atile, 


DISK - speed up your disk drive by up to 20% 


This disk does it all! 


On 464, 664,6128. Disk only £12.99. 


OVERSEAS PLEASE ADD £1.00 FOR POSTAGE AND PACKING 
SIREN SOFTWARE 
TRAFFORD TECHNICAL CENTRE 
43 ELFINORE ROAD 
MANCHESTER Mi6 ONG 
TEL O61 645 9233 


Sana 
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Gargoyle’s new look 
Gargoyle Games, famots for 
excellent arcade adventures, 
aTé MOWTgy ata arcade Qaiies 
with the launch of a new label 
called Faster Than Light. The 
first three games on FTL are 








Football's back! 

Gremlin's latest project is called 
Foolballer of the Year. It puts 
you in the role of a professional 
footballer trying to make his 
way into the big dme. You appa- 
rently start the game aced 17, 
playing for a  fourth-division 
team, with £500 in cash, 10 goal 
cards (whatever they are) and 


an awful lot of ambition. Among 


the game's features, say Grem- 
lin, are transfers, carcer record 
cards, league. EUFA, FA and 


Milk Cup games and the 
award 
ceremony. No price available 
yet — but with Bob doing the 
reviews a football game will be 


feotballer-of-the-year 


hard to miss. 


Lignt Force, Shockway Hider 
and Samurai Dawn, which all 
feature a new technique they 
call “Lasermation’. Don't know 
what the games look or play like 
yet — but] can't wait, 
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Dix ditties on disque 
Bored with impossible Muigsior? 
Then get Arnold playing Mis- 
sion impossible instead — or the 
theme tune, at any rate. Van- 
guard Leisure, the people 
behind the Maestro amplifier 
featured in this month's music 
special, have just produced a 
collection of ten digitised tunes 
for your CPC and Ml is one of 
them, 

Though originally intended 
fo promote the Maestro, these 
pieces can also be played 
(rather less impressively) 
through Armold's built-in 
speaker. They're collectively 
entiled fasy Listening, and inc- 


lude not only TV and film 
themes but also works from 
such noted tunesters as Queen, 
Bach and Abba. 


Tou can get the tunes on 


two separate cassettes of five 
cittias @ach, or the full ten on 
one disk. The cassettes cost 
£6.50 each while the disk 
Will set you back £14.86. 







Page the Oracle 
with a CPC-Fax 


Ii you wanted your Arnold to 


pick up teletext - Ceefax and 
Oracle, in other words — then up 
until now youd have needed to 
shell out £145 for Volex’s TTX 
lelatext adaptor, as reviewed in 
the April issue of AA, Hampsh- 
ire firm Microtext have just 
changed all that with a new 
adaptor (no snappy name, just 
the Microtext teletext adaptor) 
priced ata meagre £69.95. 

There is a slight snag, 
though. To keep the cost of the 
unit dewn, Microtext have left 
out the tuning circuits a teletext 
adaptor normally needs. Instead 
their adaptor uses a pre- 
processed signal from a video- 
recorder. This is clever stuff 
and very cost-efficient if you've 
qola video, bul no use to you at 
all ut you havent (unless you re 
lucky enough to have a TV with 
a ‘Video Out’ socket, that is). 

Got all that? Those of you 
with a video (or well-endowed 
telly) can reach Microtext on 


(0705) 595684. If you're video- 


less on the other hand, 
there's always Volex 
on (U61) £36 S8a2. 





‘All go’ 


for the CPC 


’ despite summer lull 


AMSTRAD ACTION OCTOBER 1986 coet: is tat the time? 


CPC games. 


| Over the last month we've been 


hearing some ugly 

rumours about falling sales of 
Some software 
houses say they've been very 


| disappointed with the Amstrad 
| market over the summer and 
put the blame on a shortage of 


CPCs. 

Summer is always a slack 
lime for software houses, with 
the longer days and better 
weather luring people away 
from their computers. But the 
houses concerned think there's 
more to it. The problem, they 
claim, is that there aren't 
enough new CPCe available so 
that the market isn‘! growing as 
rectiteiticee 

There's even been specul- 
ation that Amstrad have actually 
stopped production of CPCs 
altogether and are phasing the 
range out: One major house told 
AA they thought Amstrad might 
be starving the market of CPCs 
prior to flooding it with Spec- 
trums. 50 is the CPC games 
inarket in trouble? 

Mastertronic’s Alan Sharom 
thinks not. ‘It's all-systems-go on 
Amstrad games,’ he told us. 
‘We've got two new CPC titles 


coming out next month, andi | 


loads more in the course of 
conversion." 

Herbert Wright of Firebird 
is similarly confident: ‘We're 
very pleased with the way our 
budget qames have done, and 
optimistic about the new full- 
price titles we're Bringing out.’ 
Activision also have a large 
number of new Amstrad titles 
coming out between now and 
Christmas, and feel confident 
that CPC games will continue to 
sell well. 

As for the machines them- 
selves being in short supply, a 
straw poll of chain stores across 
the country found that they all 
had 6128s in stock, and all but 
one were confident of getting 
further stocks if they were lo 
gall out. 

[t certainly do@en't look as if 
Amstrad have stopped produc- 
ing CPCs. Amstrad themselves 
faid ‘Amstrad-branded games 
machines’ (CPCs, that is) ‘cont- 
inue to Bell well, and we have no 
current plans to interrupt that 
success.’ That, we must hope, 
settles that — bul those rumours 
did have us worned for a mo- 
ment there. 






























‘Reaktor label 


All go at 


Ariolasoft 


Until now Ariolasoft hasn't been 


too prominent on the Amstrad 


scene, but. that looks ‘set to 
change with two new labels and 


a host of new games for the 

autumn. The’ two new labels are 
‘Reaktor, intended for arcade or 
action games, and 39 Steps, in- 


tended for strategy or adven- 
ture titles. First out on 39 Steps 


is They Stole a Million. Further 


up the. ‘pipeline ‘are < Tujad, 
Camelot Warriors and Sepulcri. 
The fitst tile out on “the 


Deactvators and we've already 
seen 2 pre-production copy of 
it. The Game is set in a building 

equipped with very high secur- 
ite systems — which unfortunate- 


dy can't cope with a good old- 


fashioned bomb. Even more un- 
fortunately a bunch of terrorists 


have discovered the weaknees 
every- 


and ‘scattered bombs 
where, reprogrammed. the 
rebot guards to kill on sight and 
pulled crucial] circuit schitaeiea out 
of the computar. 

“There are five levels to the 
game, each representing an 


area of the building, and ‘of 


course they get progressively 
harder. Each level is split into 
rooms, two of which are viewed 
at a time in the main screen 
window. Below this is a panel 
showing the map of the level, an 
icon menu-and any object being 


z2new Amstrad mags 
win Haves from AA 


o& 


far to find out 
DeCause 
duced right here in the Old 


Js 
&. : Ei 


= 


oo oF 
i a 


a i 
oe ae A | 
Peal 


ages from Srains 


This month Amstrad Action Gan 
bring you exclusive news of two 
new Amstrad-based magazines: 
5000 Plus caters for PCWE8256 
and 8512 owners, and PC Flus 
supports 
PC1512 IEM- compatible. 


the new Amstrad 


We didn't have to go very 
about them, 
iheyre being pro- 


arr 

The first issue of 8000 Plus 
| be on sale at the Personal 
mpuler World Show on sep- 
iber 3rd at Olympia in Lon- 
m, and goes into newsagents 
the llth. It includes a large 
for software buyers, 
reviews over 50 pack- 
form to Bannan, 
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plus tons of info to help you get m= 


the best out of CP/M and 
Locescript. | 
Inside 8000 Pius you'll find 


st] 


the first issue of PC Pius, a new 
friendly user's quide for the 
Amstrad PC1512, though most of 
the contents will be useful to any 
PC-compatible owner, It will re- 
flect the market changes that 
this budget compatible 


user. 


PG-PLUS will go independ- | 
ent of 8000 Pius in the very near | 


future. And both magazines, lke 
Amstrad Action, are ndepend- 
ent of Amstrad. The Orst issue of 
8000 Plus. with PC Plus free 
inside it, will cost £1.25 — not 
bad for two hot new maqazines. 





will 
bring = with plenty of reviews of | 
new low-cost software and lots | 
of hints and tips for the lirst-hme 
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Mastertronic offers 
its first hardware 





the first bit of hardware 
who 


market, 
to come from Mastertronic, 


| have won several A4 raves for 


software. Called the 


budget 


| Magnum, it ws fully compatible 
| with the Amstrad. 


It will De in 
the shops the end of September 
priced at £12.50. 

The joystick is based on 
electronic microswitches rather 
than conventional leaf-spring 
mechanical switches, giving iIn- 
response, Mastertronic 


and a full six feet of cable. Ad- 
ergonomic design 
should preserve both either 
left- or right-handers fom 
latique. 


- clock makes a very ori 
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‘Camelot Warriors, is ‘being pro-— 


duced by. Spanish authors. hh 
puts you in a dream sequence 


| for the reviews. 


| Anew joystick is about to hit the 
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more complicated . and. ‘intro- : 


duce nasty ea pei like | 








addictive game. Look for a fal 
review next month. oe 





‘to test your wits. Your aaa 12 
choose a suitable place te bur- 





gle, hand-pick your team of un-. 
derworld experts, plan te od 
with. the help of the b ae 
blueprints. then | poe rally 
see it out. The pre “product on. 





aaa eispinion wiki mien Supe 
window. menus, plenty of 
humour and lots of thought and = 
planning required. = 

Tujad, Camelot Warriors 
and Sepuler? were also. still 3 
being worked on when Re 
were shown to us, but all look to® 
have something different to 
The most... antriguing, 


where reality é and fantasy mix in. . 
a weird ation; you have: 
to get out of the dream by find: 
ing. the. ia from the: ‘teal = 
world. - 

A the eareiee will cost £8.98 





on cassetie and £14.95 on disk.” 
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atumation sequences ever seen <2 will feature ‘total environ- Reagan's Star Wars program 
Martech is another software ona home microcomputer’, has ment representation’ and Ron- will star in S0/ Two frightening 
house with big plans for the one- or two-player options and ald “Bedtime for Bonzo" possibilities, to say the least. 


autumn. First up on the list is 
WA.R., which the press release 
says is a ‘very fast, smooth- 
scrolling, addictive shoot-em- 
up, with a clever underlying 
strategy’. We'll have to wait for 
the review copy to find out for 
ourselves. It will cost £8.95 on 
cassette and £12.98 on disk. 
Uehi-Mata is yet another 
martial-arts qame, but this time 
based on judo. According to 
Martech it has ‘some of the best 


has the powerful support of 
Brian jacks as technical consult- 
ant. Pricetag will be £9.95 on 
cassette and £13.95 on disk. 
Cosnuc Shock Absorber is 
another interesting project, de- 
scribed as a ‘fast'n'furious 3D 
shoot-em-up, down, left, right 
and any other way possible.’ 
Hmmm: It stars a ‘fourth- 
division superhero’ battling to 
save the universe. You'll be 
able to join him for £6.35 on 


|/ Doom Plus 


The disk version of Doors of 


Doom has arrived and - surpr- 
| 188, surprise — it's called Doors 
it has three delight 


of Doom 
ful scenery backgrounds, im- 
cluding the one from the cags- 
atte. One of the three is picked 
randomly when you star! each 
new game, so you ll quickly get 


to know therm all. The excellent | 


screen-design facility is there 
also. Although the qameplay is 
uncomplicated Wits superb 
graphics and compulsiveness 
make this a worthy addition to 
disk software. It costs £13.95 
from Amsolt. 
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cassette and £13.95 on disc. 
A lite further ahead, Catch 
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1 fike a secure post when I took it 
President on my hack, 


‘that would have the 
up to offer advice, 


the army screaming for resources, 
for stories and now the FBI 
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__ MUSIC SPECIA 


Computer musician MARK JENKINS investigates the musical possibilities of 
Arnold, and introduces this seven-page Music Special... 


Ardent game players will already have some idea of the 
musical possibilities of Arnold. Games such as Monty on the 
fun, Knight Games, Ghosts'n'Goblins and many others make 
good use of Armold’s sound chips and indicate that, with the 
right software, Arnold could be a musician in his own right. 

Later on we will look at how the Midi system allows you to 
control professional synthesisers with your micro, but don't 
forget that Arnold's sound chip is a small synthesiser in its own 
right, and many of the music-oriented packages available need 
nothing more than software and an ear for a tune to let you 
make music. 

Back in July Andy Wilton looked at two products, Minsire! 
from Kuna Computers (£14.95 cassette, £19.95 disk) and Music 
Box from The Electric Studio (£9.95 cassette, £16.95 disk). His 
conclusion was that Music Box was well laid out but ‘looks puny 
and overpriced compared to Rainbird’s Music System’. Later in 
this Music Special Andy looks at the £29.95 disk-only Advanced 
Music System, which can be upgraded from the basic Music 
System for £14 (hom cassette) or £10 (from disk). 

Much more basic is Music Master from Vanguard Leisure, 
licensed from Datasync. Vanguard are the people who 
launched the Maestro: a hardware package offering a small 
stereo amplifier, headphones, two 3-inch speakers and a music 
demo cassette which takes full advantage of the Amstrad's 
stereo sound output. Both packages are covered in depth later. 

Another package which will previde endless hours of fun is 
Amdrum, available through Boots and manufactured by 
Cheetah Marketing. Amdrum is the only one of these packages 
to go beyond the comparatively hlmited potential of the 
Amstrad's own sound chips. Again, see the full review in the 
next few pages. 


THE DEVELOPMENT OF MIDI =a a #' FY oe 
Why have microcomputers become so popular among pro- 
fessional musicians’ Simply because in the last few years 
musical instruments have become more and more like com- 
puters anyway -— sc using a micro such as an Amstrad is no 
longer an intimidating prospect for musicians as diverse as The 
Human League, Blancmange, Marillion and Dire Straits. It was 
inevitable that professional synthesisers eventually would be 
linked up to micros. 

We're talking about the latest stage of the synthesiser 
revolution, which started around 1968 when Robert Moog 
developed the voltage-controlled oscillator, and which took a 
massive leap in the late 1970s with the addition of micropro- 
cessor control. 

The early synthesisers — played by pioneers such as Walter 
Carlos and Eeith Emerson — had two main problems: only one 
note could be played at a time, and each new sound involved 
setting scores of knobs in positions which could not easily be 
reproduced. Later microprocessor-controlled synths such as 
the Sequential Circuits Prophet 5 and the Roland Jupiter 8 were 
fully polyphonic (capable of remembering large numbers of 
sounds defined by the user), so only afew problems remained. 

Even in the ‘70s, synthesisers from different manufacturers 
were still incompatible with each other. So if you wanted to 
experiment a little - controlling many instruments from remote 


keyboards, note recorders (otherwise known a5 ‘sequencers’) 
or other instruments — you were out of luck. But when Dave Scott 
of Sequential Circuits expenenced problems in geting his 
Polysequencer design to control the Prophet 5 synth, he came 
up with a proposal for a Universal Synthesiser Interface (USI). 

Taking the USI proposals to Japanese manutacturers such as 
Roland and Yamaha resulted in a much expanded format known 
as MIDI, the Musical Instrument Digital Interface, which is now 
almost universally used on home computer interfaces, syn- 
thesisers, drum machines, sequencers and even guitars. 

Midi is a binary language similar to RS232 and other 
computer standards. It uses a serial interiace which manifests 
itself as a five-pin DIN plug of which three pins are used for 
earth, live and return loop. Midi In or Out sockets (or both) will 
be found on all instruments, and a Midi Through socket (simply 
passing on the input siqnal!) is an option. Although some micros 
now have built-in Midi, most need a small interface to convert 
their cartridge or user-port transmissions to the Midi hardware 
standard. 

The 128 note values available through Midi are made to 
correspond to a range of ten and a half octaves on a piano 
keyboard, which is more than enough for conventional compo- 
sition. You can also send vibrato, wow, pitch-bend and other 
modulation levels through Midi. Codes are transmitted at 
regular intervals to synchronise drum machines, sequencers 
and other units which play notes at a set tempo, 50 your micro 
can easily lock on to drum sounds or to other music computers, 


WHAT MIDI CAN DO & aa Bet Fk Ol ar 
The most obvious thing Midi can do is store and replay notes 
entered from a synthesiser. This makes it possible to compose 
very lengthy pieces and play them back on several instruments 
simultaneously using suitable compositional software, such as 
EMR's Miditrack Performer, reviewed later. With many key- 
boards now capable of ‘sampling’ or recording real sounds as 
well as synthesising new ones, the days of the conventional 
studio using multi-track tape machines could be numbered. 

Micros can also store sounds defined on synths but 
transferred via Midi to the micro's disk drive. And they can 
help to create new sounds by giving a colourful graphic display 
of all a synth's functions. Some software packages, such as DX- 
Droid for the Yamaha DXT synth (not available on Arnold, I'm 
afraid!), will even create new sounds for you at random! 

Back at a more reasonable level, axperimenting with Mid 
requires an Arnold, a Midi interface and suitable software — and 
of course a Midi-standard music keyboard. One of the best to 
start off with is Casio's CZ-101, which for around £240 offers 
eight-note chords or four different single notes played simulta- 
neously. It comes with miniature keys but is an ideal beginners’ 
instrument. 

Nowadays you can pay around £800 for a Midi sequencer 
such as Roland's MCS00, but a micro such as the Amstrad can 
perform all the same functions with a much more informative 
display for just the cost of a Midi interface and software. The 
only difference is... we have yet to see an Amstrad being used 
on stage! 
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MIDITRACK PERFORMER 
EMR (0702) 335747, £129.85 cass & disk 





If you wish to use the Midi system on your CPC machine, EMR’s 
Miditrack Performer is really the only option at the moment. 
This is a software package that comes with a Midi interface 
which lets you control synths such as the Casio CZ-101. The 
Casio is a very powerful] compositional tool, and Peformer takes 
full advantage of all the expression available via the Midi 
interface. 

The one package contains both cassette and disk-based 
versions, 30 running on any CPC model. It also comes with the 
interface itself, which plugs into Arnold's expansion port. This 
box contains the Midi sockets, and can also control the cheaper 
Korg or Roland non-Midi drum machines, which you can pick 
up second-hand for around £130. You will be able to use 
Performer only to synchronise these, but they could function as 
a cheap second instrument to your main Midi keyboard. 

There's only one main display from which the whole 
package is controlled. This screen is fairly packed, but having it 
all there in front of you would certainly help in a live pertor- 
mance. On the right of the screen are the Save, Load, Delete, 
Filename, Clear, Text, Arrange and Time Correct functions. 
The last of these refers to Performer's ability to clean up a 
sloppy performance on the synth keyboard to a variable 
degree. 

In the centre of the display are Metronome, Count-In (so 





AA TOLAR 
Mao 


you know when recording is about to start), Clock, Tempo, 
Number of Plays. Time Signature and Start Bar (so you can 
begin recording at any bar of a composition). Record, Play and 
other important functions are selected using a command 
window at the bottom of the screen, and you can adjust the 
tempo using the cursor keys or a joystick. 

The functions are first selected with the cursor keys, 
activated with the spacebar and then altered in value using the 
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cursor keys again. This slows you up a little - it would have 
been nice to have used the keyboard to enter Tempo value, for 
example. 5ome of the icons are a little obscure too: a little man 
on a podium standing for Tempo, a picture of a metronome for 
Clock. A litte confusing, but on the whole Performer is pretty 
easy to use. 

On the left of the display are the compositional functions to 
select which of the eight available tracks you're dealing with; to 
play or mute each track; to assign a Midi channel; to loop tracks 
or allow them to play just once; to filter oul velocity recording 
(which can waste a lot of memory); to transpose the pitch of a 
track; and to arrange a chain of up to 64 patterns for compo- 
sitions around 20 minutes long. 

Total capacity of the package is around 8,000 notes, though 
the actual capacity Gepends on the amount of information you 
require with each note. It will deal with eight or more poly- 
phonic synthesisers and drum machines. Performer is limited to 
eight tracks in theory, instead of the full 16 channels catered for 
by the Midi standard. This is presumably because of the 
limitations imposed by the speed of the Amstrad’s processor 
and memory, but the package does allow you to merge two or 
more tracks into one, so your composition can contain up to 29 
separate tracks, though you would not be able to edit all of them 
separately. 

A more serious problem was that the review package 
would hang up if you tried to load a file that didn't exist. This 
could be frustrating u, for example, you had created a file 
called SONG1, and tried to call up SONG 1 by mistake. It simply 
means that you have to be careful when calling up files! 

But will it ever replace a real recording studio? That 
depends on whether you're willing to buy a mixer and effects 
units to deal with all the synthesisers, and whether you're 
prepared to go without vocals, guitar and other conventional 
instruments. The best solution is probably to buy a cheap four- 
track cassette machine and use one track for a click to 
synchronise Performer, three for vocals, quitars etc, and have 
al] the drums and synths running ‘live’ onto your master tape. §f 


EAD NEWS 


> Error-trapping not pertect. 
» Screen display obscure to the 
beginner. 


NEWS 
> Relatively easy to use. 
» Complete control over as many 


GOOD 


synths as you can afford. 
® Good value compared to Midi 
systems for other micros. 
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The Maestro is designed to improve the sound quality of your 464, 664 
or 6128, by taking the stereo output from Amold and amplifying it into 
two good-quality speakers ora pair of personal headphones. 

Maestro comes well-packed in an expanded polystyrene pack, 
with a full-colour sleeve giving installation details. It consists of a small 
grey amplifier box, two metal-gniled speakers, a pair of headphones, 
connecting leads and a demonstration software cassette. 

The amplifier has independent volume controls for each channel 
and a push switch to control speaker or headphone output. Leads are 
attached to the back of the box for power input and output, and signal 
input from the micro. There are also two DIN-type speaker sockets 
wach take the plugs from the speakers. The amplifer is well-made, 
only being let down by the rather flimsy mounting of the volume 
controls — the knobs wobble when you turn them. 

The speakers themselves are solidity mounted in plastic cases, 
each provided with a metal bracket which acts as a stand. The 
speakers can be tilted in these cradles to provide a degree of 
directional adjustment. The drive units are dual-cone, which means 
that the bass and treble frequencies are reproduced by different parts 
of the same speaker. Not quite as good as having separate speakers 
for each ranqe, but better than the singlecone type. Overall they are 
very similar to the type of speaker provided with in-car stereo 

The headphones, which are lke those supphed with personal 
stereo cassette players, are comfortable and very light to wear. They 
phi into the front of the armpliher box with a short lead. The length of 
this lead and the mput lead from the Amstrad resticts where you can 
put the amplifier so that it's only really possible to put it close to the 
Micro's case. 

Positioning of the speakers is quite important, as they shoulcin't be 
too far apart if you want a qood stereo ‘image’. Don't put them too 
close to the monitor or TV, though, as the strong magnets can distort 
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- Connecting the Maestro 


leads sprawling across y our desk, Amstrad. 

“Suich i Gh power io. you You ‘next plug each “of the: 
micro, ancl disconnect the power line speakers into the sockets on the back 
from the manitor to the keyboard. On of the amplifier, aad the h : 
the 664 or 6128 this 5 the five-volt into the socket on the front. A smal 
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This fs falrly straightforward, although Maestro doen't draw much current, 
-you end up with quite a few extra SR Sel sor ie er 
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the screen image. For the same reason, it's not a good idea to put 
them too close to a disk or disk dnve. The speakers are supphed with 
screws to attach their brackets to the wall, and this is probably a good 


- Wary to mount them. 





The quality of sound that Amstrad micros can produce is very 
qood, and this is well reflected in the standard of output from the 


- Maestro. The sound is clear and clean, with litle distortion. While not 


up to hi-fi standards it is subjectively very good, and makes the old 
CPC sound lke a diferent machine. The demo cassette provides a 
couple of good examples, in stereo. The Amstrad's stereo output is 
divided into three channels, one for left, one for night and the third 
split halfway between the two, so appearing in the centre. 

I ried several casseties, including Winfer Games which came out 
well, and the hbrary of tunes provided with Rainbird’s Music System. 
The Musc System puts the background rhythms on one side, rather 
than in the centre, which gives a strange effect, but ifs stll heaps 
better than the mono output of Armold on his own. 

When youre not playing anything through the Maestro, there is a 
fair amount of background hum. This & more noticeable through the 
headphones, but under normal circumstances it's not enough to be 
annoying. 


EXCELLENT VALUE SPAS aU’ . Oe 7 CA en 
The Maestro represents excellent value for money. It's a nae 
attractive penpheral for any Amstrad CPC micro, and as the 
advertising blurb says, it ‘works with ALL add-ons’. 

All, that 15, except the Amdnum. Thus is rather a special case 
though, as the Amdnum expects to be connected into your hi-fi and is 
fitted with an RCA phono plug which isn't directly compatible with the 
stereo jack on the Maestro’s input leaci. But it shouldn't be hard to 
cobble together a connecting lead if you want to use this setup. The 
Amdrum's output 1s only in mono, 

In all other respects, I can thoroughly recommend the Maestro. —y 
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NEWS 
> Certain amount of background morse 
wren mot in LES. 


 gooD NEWS BAD 


| improves the sound quality of all 
Amstrad programs. 


| Good-quality amplifier, speakers and 
headphones all included. : 
Doesn't require extra sewer cupply.. | 

| Good value for money. 
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If you've hstened to many modem rock bands you'll know the rhythms 
generated using electronic drum kits. Unt! recently these boxes of 
ticks started at several huncred pounds — only small change for a 
promising band, but a lot for someone starting out. 

stand-alone drum boxes come with digitally recorded drum 
sounds which you can program in many Varied rhythm patterns to 
back the most complex of songs. While a micro is ideally suited to 
handling rhythm patterns, most micro-based drum machines have 
capable of reproducing acoustic instruments accurately enough for 

Amdrum gets around this restriction by ignoring the Amstrad’s 
sound chip and using it own circuitry to produce the drum effects. 
This is accomplished with a small plug-in unit which connects to the 
expansion bus on the back of a CPC. The mono sound output is taken 
from a flying lead attached to the side of this unit, and fitted with a 
phono plug intended for connection to the auxiliary input of a hi-fi 
amplifier, 

This means the Amdrum can't be used on its own, since you can't 
hear its output without a separate amplifer, The Armdnum is intended 
for use with other electromc instruments though, 60 it's reasonable to 
expect this kind of equipment to be on hand. But it’s a shame thal no 
through connector is provided on the Amdrum for camnecting other 
penpherals which use Armold's expansic 

Once linked up, you have to load the Amdram software and a set 
of drum sound data before you can use the unit. The software and 
drum sounds are provided on cassette, and instructions are provided 
for transferring these to disk. 

A set of predefined rhythms are also provided, but these are not 
$0 easily shifted to cisk. Since they're meant to Gemonstrate the 
Amedrum's capabilites, it's odd Cheetah should expect you to use 
thern from cassette when everything else might be on disk. This is 
partoularly weird as the Ammdnun software can't load anything from 
cassette when it's loaded from disk itself. If you don't manage to 
transfer the demo rhythms, you have to run the whole shebang trom 
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The ‘drum’ provided with the Amdrum consists of eight 
sounds: bass drum, snare, mid and low tomtoms, cowbell, fren: -27 
closed hihats and claps. Each sound is very close to its acoustic 
original, although some stil have an electronic overtone. This, i 
anything, acids to the overall effect, giving the whole kit a ‘moder’ 

When you do nm the demo rhythms, you can hear that the 
Amedrum is capable of some very complex and professional-sow : 
patterns. The demo covers rock, reqqae, latin, march and several 
other music styles, and can be used as the basis of complete songs or 
edited to produce the effects you want. You can also create your own 
rhythms from scratch, of course. 

The software alows you to create new rhythm elements and to 
link these together, Elements can be repeated in any order you like 
and loop around to repeat complete sequences, which Amdrum 
refers to a5 songs. Songs can be saved to disk or cassette, and 
reloaded later for replay or ec. 

Individual rhythm elements can be made up by entering numbers 
on a chart displayed on screen, or by tapping out a rhythm in real 
ime. In real time you can add or delete any of the drum sounds wi ue 
stening to the beats already laid down. FE you use the display two bars 
are shown on either side of the current one, which helps ine up 
repeating beats. A sound is added to any beat by pressing 
Romhegce es ea Saal and you can have up to three sounds on 
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It's a pity you can't see the cursor following the beats as your 
rhythm is played back, as this would help debugging. But the facilities 
that are provided give a lot of sophistication, and are similar to those 
on a Roland drum machine I used once, which cost over £300. 

The Amdrum can be used for some quite serious work, but as it 
doesn't support mudi it can't be used for tiggering other Instruments. 
it does have a synchrorusation feature however, which can lay down 
the pattern for each sound separately on a multi-track recorder. You 
can then treat each sound individually and add extra effects such as 
reverberation. 

The manual is well laid out, but a bit brief and very small (A7). | 
Suppose it saves on staples, though! 

_ Supplied for review with the Amcdrum were two cassettes offering 
different drum sounds, one electronic and the other Latin-American. 
Both are good, offering a wide selection of sounds for particular kinds 
of music. 

The drumkit edifor, provided on each cassette, allows you to 
combine sounds from more than one kit, makang up new selections. 
sounds can be saved backwards, which means they play backwards, 
although you can't play them through the editor — reverse play is all 
that can be achieved with individual sounds. It would be handy to be 
able to treat the sounds digitally through a separate sound editor too 


ON THE BEAT #23). GPU Fa ar 2a A 
The Amdnum is a very reasonably priced alternatve to purpose- 
made drum boxes. You've got to have an Amstrad micro too of 
course, 60 the cost of thal should be added in a direct comparison. I's 
a urut which is really of more interest to sameone who does quile a bit 
with electromc sound or music rather than the casual explorer, and 
offers a lot for the home music-maker. 

Being largely software-based there 1s a lot of scope for extensions 
to the systern. It should be possible to create the data needed for an 
Amdrum sound either from scratch with a sound designer, or perhaps 
by capturing it with a rucrophone and feeding it in from cassette. You 
labled Fairight keyboard. @ 








BAU HEWS 
> Small and thin manual. 
| heeds separate amplifier to hear 


GOOD NEWS 
| © High-quality, digitally recorded drum 
sounds. 


> Offers similar facilities to dedicated 
drum boxes coniatndenetbned ne 
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This is the software package marketed to go with the Maestr 
amplifier and speaker system. It comes on cassette or disk and loads 
without difficulty. Unfortunately, once loaded you start to wonder 
whether it's worth the £16 asked for It. 

The screen shows three octaves of keyboard, and when you 
press a key you can hear the corresponding note. The keyboard can 
be transposed up and down to cover a full eight octaves and you can 
select any of six voices for the notes. The six function keys f4 to 8 give 
can be laid over one or two background tracks. 

All this sounds rather good, until you realise that it's all Music 
Master can do! You can only lay dowm notes in real time, and when 
you've laid down a backing track (which has to be the nght length and 
in perfect tempo) you must then play the accompaniment and melody 
line without stopping. I'd be interested to hear of anyone other than a 
trained musician who can do this without error. 

I you do succeed in creating a tune, you can save it to cassette or 
disk and reload and replay it later. There are no facilities to edit the 


So sophisticated is Music Master that Vanquard doesn't seem to 
think it needs a manual, printmg bnef instructons instead on the back 
of the box. They contain some odd English, suggesting 
the people who wrote the program, are from abroad. A pity someone 
at Vanguard couldn't have edited it through. 





Verdict 

When you consider that Rainbird’s Music System, with which the 
Music Master is comparable im price, offers a scrolling manuscript 
display where you can enter music note by note, as well as a 
keyboard and synthesiser module to create ag many voices as you 
athe ae as I do, hee Sie tants Srey Cree Cee 


BAD NEWS 


i neve intended to do much 
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eHE ADVANCED MUSIC ‘SYSTEM - ae aie a 
The separate printout module is well thought out, and will 


—————— 





_ Rainbird 
_ All CPCs, £29.95 disk only 





Back in our March issue Pete Connor reviewed The Music 
oystem from Rainbird, and he liked it a lot. It was certainly way 
ahead of the competition at the time, and none of the music 
packages since have really done anything to change this. Not 
content with merely having the best music product on the 
market, Rainbird have brought out a new improved version for 
disk users. They call it The Advanced Music System, and I'd say 
that ‘advanced’ is the word for it. 

Rainbird have added two new modules to the original 
system: as well as the music editing and playback section, the 
advanced package has printout and file-linking modules. These 
beef the system up a great deal, and thai’s no mean feat 
considering how thorough it was to start with. 


USING THE SYSTEM 21." Azer “J -@ 
You'll notice the extra features as s00n as you start using the 
package. After the loading screen you face a new control 
~ screen, with icons meaning link, edit/playback and printout. To 
start with, the linker is highlighted. You can move the highlight 
to either of the other modules by hitting the space bar, or select 
the highlighted module by hitting enter/return. This is the 
system used throughout the package for selecting icons, so 
owners of the original system will immediately feel at home. 

The first thing you'll want to do is create your piece of 
music. For this you'll need to select the edit/playback module. 
This is essentially the same as the system reviewed in March, 
but it’s worth a quick look at it again. 


EDITING AND PLAYBACK S#@ * 46 20 a4 af 'AE 
The edit/playback screen is dominated by the Voice Monitor 
Window, or VMW. There are three voices — three separate 
parts to your harmony — but you can edit only one at a time. You 
can scroll through the score for each voice, adding and deleting 
notes as you see fit. The use of a scrolling window makes 
editing very easy indeed; it is one of the system's strengths that 
its competitors would do well to emulate. 

Editing options include just about every feature a piece of 
music can have: dynamics, accents, accidentals or whatever. 
These are all easily accessible from pull-down menus, and 
there are quicker key combinations you can use once you're 
more experienced. You can set the system to insert barlines 
automatically, or you can put them in by hand if you have a taste 
for irregular time signatures. The only serious omission is 
triplets, but that's not exactly cripplina. 

Recording was a unique feature of the original system, and 
is sill something quile unusual these days. In recording mode, 
part of Arnold's keyboard behaves like a piano. By hitting 
different keys you can play tunes, either recording them or just 
practising. Recording a piece of music doesn't just store it for 
playback — it actually writes your tune onto the stave for 
subsequent editing or printout. 

Once you've written or recorded your tune, you'll want to 
play it back. Here there is a really nice option: you can set your 
score to scroll through the VMW, a note at a time, as the system 
plays it. Unlike in edit mode, all three voices are displayed at 
once. It's an impressive and entertaining feature, and a great 
way to track down thal elusive wrong note. 

What's really nice about the playback system is the way it 
behaves like normal music. Accidentals affect subsequent notes 
in the bar, for example, and the first note of each bar is 
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accented, This sort of thing adds to my impression that the 
package really can offer something to serious musicians, as well 
as the enthusiastic amateurs most packages cater for. 


HARD COPY 3,’ =". Fi a'tiee “sh 722. 2 = 


prove invaluable to musicians everywhere. It can print up to six 
voices on one stave, displaying dynamics and even allowing 


you to add a line of lyrics or additional directions. 











The ability to handle six different voices is very impressive, 
but it does cause the odd complication. After all, the editor can 
only handle three voices and music files only contain three 
voices. To get 4 six-voice tune then, you have to edit and play it 
as two three-voice tunes. You can then switch to the printout 
module, load the two separate music files you've created and 
then print all six voices out. 

Adding lyrics is very straightforward -— just type them in 
underneath each bar. You can use only one line, though, and 
some users may find they need to save this for additional, non- 
Music System directions like Jegafo or andanfe. The lyrics come 
out in a small, rather poorly defined typeface but are perfectly 
readable. It's a shame they couldn't be slightly more legible 
though — of a quality to match the notes — since the system has 
ObVIOUS USES In MUSIC teaching. 

The module can drive a wide range of dot-matrix printers, 
and can cope with continuous or single-sheet paper over 80 or 
132 columns. It can split bars at the edge of the page or wrap 
therm onto the next line, cut out individual voices or even clefs, 
and string separate files together for printing lengthy works. 


LINKING @9"% ~“s 2@ a." > aa a, i 


The need for that last printout option stems from the main 
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E.M.U. (Electronic 
Discovery, all CPCs, £14.95 cass, £19.95 disk 





shortcoming of the original system: the small amount of memory 
available for your tune. There's room for a maximum of 1000 
notes in memory, and thal has to be shared between the three 
separate voices. 

To write longer works than this limit would otherwise 
allow, you have to use the advanced system's new linker 
module. This allows you to load in up to 13 music files at a time, 
with an upper limit of over 6000 notes total. 

Having loaded the files you can then build them up into a 
playing sequence — a list of files to be played. You can repeat 
movements or entire pieces, so that the sequence itself involves 
many more than 6000 notes. You can have up to 99 separate 
entries in the sequence, and that will be more than enough for 
most purposes. The whole sequence can be saved to disk, 
loaded in later and played as a concert or simply as one 
enormous composition. 


VERDICT _ Si ae” es 
The main section of the system looks every bit as qood now as it 
did six months ago. The linker goes some considerable way 
toward solving its space problems and as such is a welcome 
feature of the advanced system. 

But it's the hard-copy facility that really earns that extra £10. 
The addition of the printer module gives the system a whole 
range of uses it didn't have open to it before. You can now 
record a piece on the keyboard, edit it in the VMW and dump it 
to your printer as a finished score without once having to pick 
up a pencil. 

It you want to arrange a piece for an ensemble and then 
print each instrument's part separately, the system can do this 
quite easily. Choral arrangements would need a littl more 
work to cope with differences in the lyrics of separate parts, but 
the system would still be an enormous advantage. 

The printout module makes the Advanced Music System a 
useful musical tool, as well as the entertaining and easy-to-use 
program the original system was. 





Gooo NEWS 
> Music edit/record/playback 
system is still the best on the 
market by some way. 
> Printout module is enormousiy 
useful. 
> Linker gets round a lot of those 
space problems. 
> Comes with two good, clear 
manuals, 
> Very reasonable price, 
considering what it can do for you. 


BAD NEWS 


» Worth the extra £10 only if 
you've got a dot-matrix printer. 
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Due for release early in October, this Discovery package could 
be the first to give The Music System a run for its money, It isn't 
just a simple music program by any means - it could come in 
very handy as a utility for anyone wanting to add music to their 
own programs. But let's take a look at the editing and playback 
side of things first. 


Music Utility) 
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MAKING MUSIC MA? 2 ' va. 2 a? 
EMU is a menu-driven program: to choose an option, you have 
to move a highlight up and down or from side to side in a list of 
choices, hitting the enter or return key when you've found the 
one you want. This is a deliberate departure from the more 
fashionable icon system, and does avoid those annoying ‘quess 
what this symbol means’ problems. | don't think it really makes 
much difference in the long run, but it does make things a little 
easier when you're learning to use the system. 

Selecting ‘Music’ from the main menu gives you the main 
editing screen, with a new sub-menu running across the top of 
it. Sub-menu options include edit, record and play. ‘Edit’ gives 
you direct access to the scores for the different voices. All three 
of these are visible at once, so it's easy to create decent 
harmonies without too much voice-switching. 

This 1s probably just as well, because there is a shght 
problem with voice-switching on the EMU: infuriatingly, it 
returns you to the start of the plece every time you move from 
one voice to another. This is a shame, because the editing is 
otherwise very mice indeed. Using the numeric keypad as an 
extended cursor pad you can rapidly select the pitch and length 
of note or rest you want, and facilities for deleting and inserting 
are the best I've yet seen on a music package. 

If all that musical notation seems a little daunting, there's a 
very effective Music Sysfem-style ‘Record’ option using the top 
two rows of the micro's keyboard as your piano. Once you've 
recorded your music onto the stave, you can bring all that 
lovely editing power to bear on it —- and that's a strong 
combination. 


USING THE MUSIC Bie 20 Geel i KK. 6 
When it comes to doing things with the music you've created, 
EMU may not be able to print the stuff out but it does have 
another trick up its sleeve. By selecting the option ‘Save-RSX’ 
from the tape/disk sub-menu, you can create a ‘stand-alone’ file. 
This is a machine-code routine which you can use with your own 
Basic programs, quite independently of EMU itself. 

All you need to do to use such a fle is wnite a simple piece 
of Basic into your program — about five lines, all told. Run these 
to set the system up, and you can then use the bar command 
| PLAY to play a particular piece of music. 

The music will keep going while you do other things with 
Arnold, so you could use it quite easily for adding music to 
Basic games. The only thing it won't play through 1s a tape load 
or save, and that's hardly likely to spoil the package for you. It’s 
an easy system to use, and vastly less effort than writing your 
own music routines. As for space, the demo file of the Radetsky 
March took up 6K — not bad for a substantial piece of music plus 
the system to play it. 


VERDICT “Sm, *SR7 a BY eS PO ee a 
As a straight music-composing program, EMU would come 
second only to The Music System for performance and value for 
money. It lacks the scrolling display and overall simplicity of 
Rainbird's offering, but you can see all three voices at once and 
there's that slick insertion and deletion too. 

Of course, EMU isn't just a composing program. It's also a 
great way to add music to your own Basic programs, and that's 
something The Music System can't do for you. If you're a 
musician you might well prefer TMS, Dut if you're a bit of a 
programmer then EMU's got to be well worth a look. 


6000 NEWS BAD NEWS 


> Doubles as composing system 
and programming utility. 
» Good recording and editing of 
| music. 
8 ® You can see all three voices at 
once, 
» Can add music to your Basic 
games. 
Very reasonable price, 


® Can get a bit complex in places 
» Doesnt have FAS s lovely 
| scrofling display. 
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In Part Four of this 
series Matt Nicholson looks at how | 
you use CP/M to create files and move files Broun 
within Arnold. Part Four also says goodbye to the PCW 
and, like the rest of Amstrad Action, concentrates on 
CPC models exclusively. But never fear, all you Joyce 
owners, because there is a whole new magazine out 
devoted totally to you. 


50 far in this series we have looked at plenty of ways of 
examining the state of your Arnold. Parts One and Two looked 
at the DiRectory command, for finding out all there is to know 
about the contents of your disks; while Part Three looked at 
STATus, DEVICE and SHOW, for finding out all about the state 
of Arnold himself. What we have not dene is used CP/M to 
create files or move files around within Arnold. This is where 
the PIP command comes in. 

The letters ‘PIP’ stand for ‘Peripheral Interchange 
Program', and the name tells us quite a lot about the command 
itself. First of all the word ‘program’. PIP is a self-contained 
program within the CP/M environment, and is to be found ag the 
file PIP.COM on your CP/M 2.2 or CP/M PLUS system disk. Boot 
up CP/M, using the back-up copy we created using DISCKIT2 or 
3 in Part Three of this series, and not the original system disk. 
Nowenter PIP on the A-prompt, and you wil be presented with 
this on screen: 


Aepip 
CP/M 3 PIP VERSION 3.90 
# 


The first line simply tells you that you what version of the PIP 


program you have run, and is not present if you are using CP/M 


4.2. The ‘*’ is the PIP program’s prompt, in the same way that 
‘A>' is CP/M's prompt. To get out of the PIP program just hit 
Return, and the A-prompt reappears. 

The remainder of the program’s title, ‘Peripheral Inter- 
change’, tells us what PIP does: it is a program for moving files 
from one peripheral to another. These peripherals include the 
disk drive, or drives if you have a second connected; and also 
include the keyboard, the screen, the printer and serial 
interface — if you have one that is. 

The basic format for a PIP command is straightforward, 
though at first sight illogical as it requires the destination first, 
and then the source. If you are running CP/M PLUS, try entering 
PIP CON:=A:PROFILE.ENG on the A-prompt. Your screen 
should look something like this: 


A?pip con: =a: profile.eng 
setkeys keys.ccp 
language 3 


A? 


Before you reel back in horror at the result, let's look at what we 
have asked Arnold to do. First of all we have called up the PIP 
program by typing ‘PIP’. We have then asked the program to 
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transfer the file ‘PROFILE.ENG' on 

disk A to the destination CON:. Looking 

back at Part Three of this series reveals that 

CON: stands for ‘console’, meaning Arnold's screen. 50 what 

we see in the last two lines on the screen is the contents of the 

file callad 'PROFILE.ENG'’. At this stage in the series the 

contents of the file are probably totally meaningless, but don't 
Worry about that now! 

If you are running CP/M 2.2 you won't have a hile called 
PROFILE.ENG on your system disk, however you can get a 
similar result by entering PIP CON: A:LOGO2d.5UB, which 
displays on screen the contents of the file LOGOZ.SUE. It may 
seem strange to have to put the destination first in PIP com- 
mands, but if you think of this command as ‘setting (the console) 
to equal (the contents of fle LOGO2.5UB)' it makes a bit more 
sense, 


CREATING YOUR OWN FILE 

What we have done here is to ask for the contents of a file to be 
displayed on screen. However we could do this the other way 
round, and send the input from the Console to become the 
contents of a file. This may not make much sense until you 
realise that the ‘console’ means the keyboard as well as the 
screen to CP/M. So, try entering PIP A:MYFILE=CON: at the 
A-prompt. What this does is ‘set the file called MYFILE to equal 
the input from the keyboard’, After you hit Return the cursor 
moves to the start of the next line, waiting for your input. Type 
Hello, followed by Control Z (hold the Control key down and 
hit the ‘Z' key). ‘Control Z' is a special character that means ‘this 
is the end of the file’. The disk drive should whirr for a second, 
and then the A-prompt reappears. 

At the A-prompt enter DIR to list the files stored on the 
disk. If you look carefully at the list you will see a file called 
MYFILE, which is the file you have just created. You can 
examine the contents of this file by entering PIP 
CON:=A:MYFILE, in the same way as we did above. The 
word ‘Hello’ appears on screen which, as we know, is the 
contents of the file called MYFILE. 

So, we have created a file called MYFILE which contains the 
word ‘Hello’: we have created it using PIP, and examined its 
contents using PIP, What else can we do with it? Using PIP we 
can transfer it wherever we want. Again looking back at Part 
Three of this series, we see that LST: is the printer. If you have a 
printer connected to your Arnold, try entering PIP 
LST: = A:MYFILE. Out of your printer should come the word 
‘Hello’, as you have just asked for the contents of the file called 
MYFILE to be sent to the printer. If you were to try this withouta 


t 








printer connected the words LPT not ready - Retry, Ignore or 
Cancel? will scroll across the bottom of your screen. Hit ‘C' to 
cancel this instruction and the error message disappears to be 
replaced by the A-prompt. 


COPYING FROM DISK TO DISK 

One of the most important applications of the PIP program is the 
copying of files from one disk to another. The ability to copy 
files from disk to disk means that you can create disks with just 
the files you need for any given task. It also means you can 
optimise on disk space, and keep back-up files of important 
data in case anything goes wrong. For this reason the PIP 
command is probably the one you will find yourself using most 
often. 

If you are one of those people fortunate enough to owm a 
second disk drive, copying files from one disk to another is 
easy. First of all you will need a freshly formatted disk, created 
using DISCKIT2 if you are running CP/M 2.2, or DISCKITS if you 
have CP/M PLUS. Put your fresh disk in the second disk drive, 
and your back-up copy of the CP/M system disk - the one 
containing your newly created MYFILE — into the built-in disk 
drive. CP/M calls the built-in drive ‘Drive A’, and the second 
drive ‘Drive B’; so to copy MYFILE from drive A to drive B you 
enter PIP B:= A:-MYFILE on the A-prompt. In fact PIP 
B:—MYFILE would have done just as well, as CP/M assumes 
that MYFILE is on drive A unless you tell it otherwise, as A is the 
Active Drive. 

Both drives wil] whirr for a short time, leaving you with the 
A-prompt on screen. Now enter DIR B: at the A-prompt, to give 
you a directory of the disk in drive B. The screen will simply 
display the name MYFILE as being the only file on drive B. You 
can enter PIP CON:= B:MYFILE to prove to yourself that this 
file does indeed contain the word ‘Hello’. Now enter DIR by 
itself, to get a list of the files on the disk in drive A. Once again 
you will see the file MYFILE listed there: and you have 
succeeded in making a back-up of the fle you created earlier. 

But what about us? I hear all you single disk drive owners 
ask. If you are running CP/M PLUS then you are OK, because 
CP/M PLUS has a trick up its sleeve for pretending that your 
built-in drive is actually two seperate drives — drive A and 
drive B. If you reset your machine (by pressing the Shift, 
Control and Esc keys at the same time) and re-boot CP/M PLUS, 
you will notice the words Drive ts A: down at the bottom right- 
hand corner of the screen. Now enter B: at the A-prompt. 
Arnold will let out a litle beep and scroll the message Please 
pul the disc for B: into the drive then press any key across the 
bottom of the screen. Put a clean, formatted disk into the drive 





SPECIAL 





and press any key, just as the message asks. Arnold whirrs for a 
moment, and then displays B> in place of the usual A>. Note the 
bottom right-hand corner of the screen — it now reads Drive is 
B:. 


The ‘Peripheral Interchange 
Program, contained in the file 
PIP.COM on your CP/M system 


from one disk to another. or to 


and. from. peripheral davices. 
The basic format is: | 


PIP Destination Source 


OF 
PIP 
"Destination = Source 


if the destination and source are 
disk files they should be speci- 
fied Drive-filename.filetype, 
where the Drive is either A or B. 
The Drive letter can be omitted 
if the file is on the active drive. 
The wild cards 7? and * can be 
used as required, and the file- 
name and type of the destination 


USING THE PIP COMMAND 


don’t wish to change the name 
of the file you are copying. 50 
B:@ A:*.* copies all the files on 
driveAtodrveB. _ 
Either the destination or the 
source of the PIP command can 


be peripheral devices, so the 
following, can be used as 
required: : 


CON: As the destination means 
the screen; as the source means 
the keyboard. 

LST: Can only be used as the 
destinahcon, when it results in 
the source being directed to the 
printer... 

TTY: As the destination means 
the source will be output 
through the serial port; as 
source means the destination 
will take information from the 


can be omitted altogether if you serial port. 


So GP/M PLUS owners can pretend they have a second disk 
drive, even though they only have one - though it can involve a 
considerable amount of disk-swapping. CP/M PLUS is fairly 
intelligent when i comes to keeping track of which disk is 
which, and always prompts you in this manner when you have 
to change disks; but it can be fooled. If you were to put im the B 
disk when it was asking for disk A it would blindly continue - 
Arnold trusts you to remember which disk 1s which. 

So, to copy MYFILE onto a new disk with a single-drive 
CP/M PLUS system, proceed as though you had two disk drives 
but follow the on-screen prompts as to when to change disks. I 
am afraid that CP/M 2.2 does not have this flexibility: you can 
only use PIP to copy files from one disk to another if you actually 
have two disk drives connected. One more reason for using 
CP/M PLUS rather than the older CP/M 2.2! 


LOSING A DAY'S WORK 
Having created a fle, examined it and copied it onto another 
disk, let's round off by learning how to delete it! This is done 
very simply using the ERAse command. As you might imagine 
this command is to all intents and purposes irreversible, unless 
you own a suilable Disk Doctor-type program, 50 care is 
needed in its use. We can get rid of our litthe MYFILE quite 
easly, by entering ERA MYFILE at the A-prompt, but a safer 
way of doing this in CP/M PLUS is to enter ERA MYFILE [C], 
which requires the fle ERASE.COM on your system disk, This 
asks for confirmation first, before committing the final act. 
simply hit the “Y' key and your file is gone forever. 

Next month we will look further at the use of the PIP 
command, before looking at some of the other programs 
supplied on your CP/M disks so see you then. & 
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Andy Wilton’s crash course in Basic this 
moves on to expressions and tests out 
Arnold’s arithmetic 





In case you hadn't realised, we've come quite a long way from 


where we started in Absolufe Beginners Part 1. You should now 
know how to write sumple programs to put text and graphics on 
the screen, and how to save yourself effort by making Amold 
perform bits of your program repeatedly. | 

You'll also have had a first look at what variables are, and 
what they can do for your programs. We'll be taking this quite a 
bit further this month. If things seem to get a bit complicated, 
just remember what variables are — they're letters or words 
used to stand in for numbers. 


EXPRESSIONS 
Many commands in Basic are controlled by operands—numbers 
that come after the commands themselves, describing precisely 
how Arnold should perform the tasks the commands tell him to. 

Let's take a closer look at operands for a moment. We've 
already seen over the last couple of months thal we can use 
variables as operands. That's because, as we've already seen, 
variables are words that stand im for numbers. The line 
‘a=80:b=120:PLOT a,b’ means the same as ‘PLOT 80,120" 
because ‘a’ stands in for the number 680 and ‘b’ stands in for the 
number 120. It doesn't end there though. 

Remember how we used PRINT last time to display the 
values of variables? Type this program in, and RUN it: 


10a=50_ 

20 PRINT a 

30 PRINT a+10 : 
40b=40:PRINTa+b 
50 PRINT a + b-10 


You should get a list of numbers running down the screen. The 
first of these comes from ‘PRINT a' in line 20. The number is 50, 
because that's the value of ‘a’. The second number, 60, comes 
from ‘PRINT a+ 10° in line 30. Since ‘a’ has a value of 50, ‘a+ 10" 
has the value 60 and that's what the PRINT command displays. 

The other two numbers speak for themselves. Satisfy 
yourself that you understand why Arnold prints those values, 
and then type this next program in — not forgetting to NEW the 
previous one first. 
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10a=95:b= 140 
20 MOVE a,b,1 
30 DRAW a,b + 80,1 

40 DRAW a+50,b | 80,1 
50 DRAW a : 50,b,1 

60 DRAW a,b,1 


As you can see when you RUN it, the program draws a 
rectangle. The variables ‘a’ and ‘b’ determine where the 
rectangle goes on the screen, so you can put it somewhere else 
just by substituting in a new line. Try that now — just type in ‘10 
a=470:b=10' or similar - and you'll see that the whole 
rectangle is drawn somewhere else altogether, but it's still the 
same shape as before. 

We've seen variables do this sort of thing before, allowing 
us to change the effect of a program in some way without having 
to alter every line of it. Notice how all the MOVE and DRAW 
coordinates depend on the values of ‘a’ and ‘b’. It's quite okay 
to use things like ‘a+50° as the operand of a command: Arnold 
just looks up the value of ‘a’, adds 50 to it, and uses the answer 
as an operand in the normal way. 

Where you've got something like ‘a+ 50° or 'a+b-10', we 
call it an arithmetical expression, or just expression for short. 
You've already met expressions in the square-dragging 
program from last month's Absolute Beginners: if you've got the 
September AA to hand, you can go back and take a look at it. 





A BIT OF ARITHMETIC 
If you'd always thought computer programming was all about 
maths, don't worry — it isn't. A little bit of simple arithmetic can 
come in handy, though. It's hardly frightening stuff. We've 
already seen adding and subtracting in the expressions above, 
and they're really very easy. 

Multiplying and dividing are almost as simple, but there is a 
slight snag. Take a look at Arnold's keyboard. You should find 
the plus and equals signs easily enough, and you can soon 
figure out which one the minus sign is — but where are the 
multiply and divide signs? 





O+60 =F 


SPECIAL 





— a ee iz 
eS ee en 





Well, they are there, but they just don't look the way you 
might expect them to. Instead of ‘~' for multiply, you use ‘*’ 
(you must hold down <shift>) and instead of ‘=' you use ‘/" 
(Same key as the question mark). Type this program in, and 
RUN it: 


10 a=20:b=4c=5 | 
‘20 PRINT “aie Meg eatin 
3OPRINTa*b | 

40 PRINTa*c | 

50 PRINT “Division” 

60 PRINT a/b 

70 PRINT a/c 


The mice bit about all this is that Arnold does all the work. He's 
got a sort of built-in calculator to do your number-crunching for 
you, so all you've got to do is tell him the sum you want him to 
work out. 


MORE ON VARIABLES 
The whole point of a variable is that you can vary it —- change its 
value, in other words. To do this, you use an assignment, ike 
‘a 40° or ‘d=571". So far, this is the only kind of assiqnment 
we've seen! variable name — number. 

In fact, assignments can be rather more powerful. Instead of 
a number after the '~' you can use a variable or expression. 
Try this program out: 


lj a 90 
20b=~a 
30 PRINT b 
40 ¢c=b+20 
50 PRINT c 


The assignment in line 10 sets the value of ‘a’ to 90. The 
assignment in line 20 makes the value of 'b’ the same as that of 
— 90, in other words — 80 that's the value that gets printed out 
by line 30. Line 40 works in a similar way, making ‘c’ equal to 
the value of ‘b’ plus 20. You can see that it's worked from the 
value printed by line 50, 
That's all very well, but the next bit takes assignments a 
whole lot further. Type this in and RUN it: 


10a=55 

20 PRINT a 
Wa-at10 
40 PRINT a 
50a-a+10 
60 PRINT a 


The assignments in lines 30 and 50 are a bit different from what 
we ve seen before. The new value that each of these assign- 
ments gives ‘a’ depends on the value of ‘a’ up to that point. As 
you can see from the numbers printed out by the program, ‘a’ 
has a different value at each of lines 20, 40 and 60. Even though 
the assignments in lines 30 and 50 are identical, they don't give 
‘a’ the same value. 

Each of the ‘a=a/ 10° assiqnments increases ‘a’ by 10. This 
6 Mol a proper equation in ordinary maths, but Basic takes 
‘a=a~ 10° to mean take the current value of ‘a’, add !0 to it and 
make that the new value of ‘a’. This idea of using the old value of 
@ Variable to make its new value can come in very handy 
indeed. 


LOOPS AGAIN 
Let me show you a program that uses this idea. Type it in and 
KUN it, and see what it does: 


l0a~=1 

20 FOR b= 1 to 20 
30 a-a*2 

40 PRINT a 

50 NEXT b 


The numbers it prints out are powers of 2. Line 30 doubles the 
value of ‘a’ each time, and line 40 puts the new value on screen. 
We don't actually use the loop variable ‘b’ in this process. It's 
just there to make sure Arnold runs through the FOR-NEXT loop 
the right number of times. 

Even if you're crazy about numbers, that last program 
probably didn't get you too excited. Well, let's see if we can't 
do something a bit more interesting. Try this listing out: 


10 FOR a= 1 to 50 

20 CL5:MOVE 320-a,200-a 

30 DRAW 320+ a,200-a,1 

40 DRAW 320+ a,200 + a,1 

50 DRAW 320-a,200 : a,1 

60 DRAW 320-a,200-a,1 : 
70 NEXT a 


It’s a modified version of the square-dragging program from 
last time — yes, that old one again - only this time the square 
stays in the middle of the screen, starting as a point of light and 
gradually growing larger. You could use the STEP command to 
make it grow faster, the way we did last time. Try modifying the 
program to read like this: 


Sa=i:b=2 

10FOR c=1TO10 

iS a=-a*b 

20 CLS:MOVE 320-a,200-a 
30 DRAW 320+ a,200-a,1 
40 DRAW 320 + a,200+ a,] 
50 DRAW 320-a,200 = a,1 
60 DRAW 320-a,200-a,] 

10 NEXT ¢ 


Now you'll find the square grows faster and faster, as if you're 
flying towards it. So what's changed? 

The variable ‘a’ controls the size of the square. In the 
original program ‘a’ was the loop variable, so it increased by a 
fixed amount each time. In the modifed program, on the other 
hand, ‘a’ doubles each time. That's what the ‘a=a*b’ in line 15 
does. It's the same technique we used in the ‘powers of 2’ 
program you typed in earlier on, only here the variable ‘D’ is 
used instead of 2. It works the same way though, because hne 5 
set the value of ‘b’ equal to 2. 

The only problem with this modifed program is that it's a 
bit fast. If we want to slow it down, we're going to have to 
reduce ‘b’ a little. Try changing line 5 to ‘5 a= 1:b= 1.5" — just 
use a full stop for the decumal point. 

Now edit line 10 so that the loop repeats a few more times: 
‘10 FOR c=1 TO 20’ is about. right, but the precise number isn't 
too important. To slow the program down shill further, just set 
"b' to some even smaller number — but keep it greater than | - 
and alter the loop count in line 10, 


SUMMARY 

In AB Part 1 we saw that many symbols. \While ‘a’ plus /10 is just 
commands have numbers which ‘a- 10' and ‘a’ minus 10 1 ‘a-10', 
control them: these numbers ‘a’ times 10 and ‘a’ divided by 
are called operands. Inthe last 10 are ‘a*"lO’ and ‘a/lQ' 
two instalments we saw how respectively 

variables letters or words Expressions aren't just use 


which represent numbers -can ful as operands. They can also 


serve as operands. This time, be used in assignmenis - the 
we Ve seen that an operand can commands which assign values 
in fact Be Things like ‘a=b 
pression hke a il OF Or ‘a~-45*°D are line. Tou Can 
c-d-32 take this even further with assiq- 
You can perform all the nments ex a-a> 10", which 
loarithmetical operations, increases ‘a by 10, and ‘a-a*< 
‘ 


| but some of them use unfamiliar Cited mete i helt ss: ie 


an ariihnmetical ex- to vanables. 
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SERIOUS SOFTWARE 


Paat-i miele Miceliimill-m Ol (eM -leldamitl-lelamell(omaslelslel- Mm coMs\-1g (ole mvic) nando] t-te 
we need your help! 


This month sees the launch of a new magazine from the Old 
Barn — called 8000 PLUS. The new title is devoted totally to 
owners of the PCW 8256 and 8512, which means that we on 
AA can devote all our pages to the CPC range: the 464, 664 
and 6128. 

Although the PCW became the star of Serious Software, this 
does not mean that Amsfrad Achon becomes purely a games 
mag. SeTious Software will still cover what business packages 
come out for the CPC models, but can devote more space to 
other aspects of home computing such as programming, type- 
ins, hints and tips, comms, graphics and music — our seven- 
page special this month. 

We would like your help with Serious Software: after all it's 
your mag. Send us your Type-ins. We are looking for quality 
listings that show elegant use of Basic or even machine code. 
We will print them if they are worth typing in. Use the form on 
page 64 and remember, we pay for what we print. 

Having problems with Basic? Can't get your printer to 


print? Worried about Wordstar? Then write to Problem Attic, 
Amstrad Action at the Old Barn. We will print your problems 
and if we cant answer them ourselves then maybe one of our 
multitude of readers can — and if they can't they might like to 
read the reply. But please don't ask us for solutions to games. If 
we printed those it might spoil the game for others, and there 
might not be room in AA for anything else! 

Send us your hints and tips. If you've found any neat tricks 
to use in Basic, Wordstar, Graphic Adventure Creator, Quill, 
dBasell, or machine code — or just want to show off — then send 
your tips to Hot Tips, Amstrad Action, at the Old Barn. 

And if you are using your CPC to control your train set, run 
your business, play in a rock and roll band, or anything else 
that you might like to tell us about; the address is A Day in the 
Life, Amstrad Action, at the same address. Tell us what you 
are up to in anything from five to 500 words, and we will let the 
cat out of the bag. Please include your phone number too, so 
that we can contact you should we need more details. 

CPC owners, this mag's now totally for you! 


SERIOUS SOFTWARE TOP TEN 
The chart created by AA readers 


St 
month ‘ofvotes 


Soltwaro house 


36.9% GRAPHIC ADVENTURE CREATOR Incentive 


8.4% TRANSMAT 
6.8% LASER BASIC 
6.9% TASWORD 

6. 3°70 AMX MOUSE 
6.3/0 MINI OFFICE 


Pride Utilities 
Ocean 
Tasword 
AMS 
Database 


6.1% EAS! AMSWORD Amsott 


4.4% MINI OFFICE 11 
3.276 THE QUILL 


Database 
Gilsoft 


2.5% ELECTRIC STUDIO LIGHTPEN Electric Studio 


Graphie Advenrure Creator is still holding on to the number 
one position, and has been there since the June issue, so 
you guys must be writing some pretty hot adventures! If 
you are, then let us know - we're always interested in what 
you're upto out there. 


Both Mini Office and Elecine Studio Lighipen make a re 
entry, and Laser Basic is doing well, but nothing is 
gatting anywhere close to challenging GAC up at the | 
top. And if you're interested in word processing, then 
Tasword would appear to have your vote | 
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| - Confirmed bookings from: 


Two whole floors of the Novotel, easily 
reached by tube, bus or car. 

All that’s new from Amstrad and leading 
hardware and software suppliers. 
Unrepeatable bargains to be found right 
round the show. 

Free advice from the experts about all your 
computing problems. 

Non-stop demonstrations and videos in the 
Amstrad Theatre. 

Electronic mail in action — the world comes 
to your fingertips. 


Don't miss rt! 


{ Advance ticket order 
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Europa House, 

P Pisce anphs 68 Chester Road, Hazel Grove. Stockport SK7 5NY. - 
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adavance Database Publications Ltd. JPRSRESO dR OR ane R eee aenean 7 
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REVENGE FOR BEYOND 


Beyond have earned their first Mastergame award 
with the truly epic game Doomdark's Revenge. This 
amazing feat of programming is the sequel to Lords of 
Midnight and features 6,000 locations, 48,000 
panoramic views, 128 very independent characters, 
128 objects, a quest, a war game — in fact there's so 
much there you'll need to set aside a week to start 
playing it, but first set aside a few minutes to read the 
full facts on pages 42 and 43. 

There's a strong supporting cast of very different 
Raves that should appeal to many different tastes. 
There's Powerplay, an excellent game featuring trivia 
questions in a whole new format, and there's a great 
special offer on it as well; page 48 for the review and 
78 for the offer. Fourth Profocol is another fascinating 
game, based on Frederick Forsyth’s book about intern- 
ational espionage and a plot to blow up London: save 
the world on page 48. 

Impossible Mission has finally arrived and de- 
spite the delays is still a great game — check that out 
on page 36 — while Dan Dare, the comic-book hero, is 
blasting out from Virgin on page 38. 

A great month for variety. If something here 
doesn't suit you then nothing will. 

COMPATIBILITY 


All the games reviewed this 
month are compatible across 
the whole oe ee 
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MASTERGAME 
Doomdark’s Revenge (Beyond)... veh 
AA RAVES 
Impossible Mission we RO rem onre Se 
Dan Dare (Virgin)... sTistibyietiiagitaeantenesccoe 
Powerplay (Arcana)... aie Sawtens heer 
Fourth Protocol (Century)...... 1 Je ...48 
OTHER GAMES — 
Mermaid Madness (Electric Dreams)... ... 36 
Mission Omega (Mind Games). eases = 298 
Rescue on Fractalus (Activision)... inpneen el 
Johnny Reb Il (Lothlorien)............. joasevecasutees 45 
Nuclear Defence i ge univ Uaguasewnebwenasavadarg 45 
Desert Fox (US Gold)... fadisadimani sua 
Qabbalah (Amsoft)... n.d 
stainless Steel (Mikro- Gen)... aysvasitees inate eae 
International Rugby (Artic)............... ise as 54 
speed King (Mastertronic)... fe ecisakaeoe 
International Karate (Endurance)... a 


“TOP 20 AMSTRAD GAMES 


The chart created 


by AA readers 





monn maonin 


Sottware house 


1. 1 9.3% GETDEXTER PSS No change to the top 
2. 12 8.9% GREEN BERET Imagine ic ee aes 
3. 5 7.2% BOMBJACK Elite cere od eesti 
4 4 6.1% BATMAN Ocean and Who Dares Wins il for 
5. 2 6.0%  SPINDIZZY Electric Dreams  valourincombat. Rambo 
6. 3 5.4% ELITE Firebird appears to be out of the 
vA = ash BOUNDER Gremlin running as far as you're 
8. 6 4.2% THECOVENANT PSS Be aan ee 
9. 10 3.7% HIGHWAYENCOUNTER Vortex snirles docs wilhiiwene 
10. — 3.6% GHOST'N’'GOBLINS Elite going to Bounder, 
11. 2 3.5% SORCERY PLUS Virgin/Amsoftt Ghosts'n'Goblins, Kane, 
12. 9 3.4% COMMANDO Elite Cane egies ae 
13. 20 3.2% YIEARKUNG FU Imagine Espritendeven TLL 
1 4. — 2. 8% KAN E | Viastertro nic Remember that 
15. — 2.8% HARVEY HEADBANGER Firebird these charts are totally 
16. 13 2.4% WHO DARES WINS 11 Alligata independent because 
17. — 2.2% KUNGFU MASTER US Gold all the votes come from 
18. — 2.0% TURBO ESPRIT Durell eae TE Clee doe 
19. 18 2.0% SPELLBOUND Mastertronic = oie andl Wisi aR Ghar 
20. — 1.7% TLL Vortex change! 
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OF THE PEOPLE 





A host of plaudits for Mastertronic’s Knight Tyme this 
month, and with Firebird's Harvey Headbanger getting 
more favourable comment and Thurst popping up, it’s a 


| good month for budget games. Meanwhile Ghosts'n Gob- 


_ fins got most of the praise for the full-price brigade. We've 
| also got comments on Anight Games and Storm where it 
| leoks as if we'll have to agree to differ. 

If you want to tell us or a software house how right or 
wrong we've got a game, then VoP is the place to do it. Send 
your comments on the back of a postcard or stuck-down 

envelope to: Voice of the People, Amstrad Action, The Old 
Barn, Somerton, Somerset, TALI SAH. 


| unashamed 


THRUST 
Firebird 
AA Rating 94% 


| have waited four years for this | 


game, ever since the Gravitar 
machine, of which Thrust is an 
clone, was taken 


} away from my local arcade. A 





sad day, but the wait has now 
been worth it. 

Thrust has a few differences 
from the real thing, but the 
graphics, choice of keys and 
smooth scrolling make it every 
bit as good and as addictive. At 
£8.95 you wouldn't be disap- 
pointed, but at £1.99 this is Mas- 
tergame material, 


} Neil Robertson, Aberdean 


® 


ams ae 


| STORM 


Mastertronic 

AA Rating 84% 
Another magazine in a preview 
of thig game stated ‘even this 
preview was enough to thrill’. 


| GHOSTS’N GOBLINS 


Elite 
AA Rating 86% 


This game has it all: good 


sound, great graphics and add- 
| ictive gameplay. My only moan 
is that after a while it can get | 
frustrating. But it’s still a great 
| buy! 

| Simon Doyle, Dingle 


This game is very good but it 
does have some flaws: no losing 


of armour, no weapons (features | 


of the original arcade game - 
dep.ed). Worst of all is its bad 
structuring: you can go a long 
way and then get killed and 
have to go all the way back. 


| However, good graphics, sound 
| and very addictive. 


Simon O'Connell, Sidcup 


Elite have done it again. This 
qame is fantastic and is taken 
straight from the arcade. If you 
don't own an Amstrad buy one 
now and make sure Ghosts'n 
Goblins is one of the first games 
you buy. It is totally addictive 
and presents a real challenge to 
any gamester. It has great 
graphics, a fantastic tune and 
underneath this there's a great 
game, 

Richard Connelly, Crofton 


KNIGHT GAMES 
English Software 


| AA Rating 72% 


All I can say is the reviewer | 


must be easily pleased. | found | 


this program completely boring 
and definitely not up to the stan- | 


dard of the other current Mas- 
tertronic releases. 
Gerry Hughes, Cranleigh 


This game is excellent. The 
graphics are the best [ have 
ever seen on the Arnold. The 
music is brilliant and the game- 
play is utterly amazing. One 
niggle is that sections load sepa- 
rately. It is by far one of the best 
games made and will without a 
doubt win a Rave or Master- 
game. English Software have 
produced a winner! 


| C Morris, 3wansea 


STARSTRIKE I! 


Realtime 
AA Rating 94% 


I can't say | was very impressed 


with this one. The graphics are | 


good but are very slow, which 
put me off. It's not really fast 
enough to be a shoot-em-up and 
there's no strategy involved. If 
you want pretty graphics buy it; 
if you want a good space game 
get Elite. 


| Richard Connelly, Crofton 


elaas art. 


Loriciels 

AA Rating 61% 

The grace and artistry of Platini 
and his colleagues is not 
needed here — it's more a ques- 
tion of pretending to be Wim- 
bledon and playing kick-and- 


run. Graphics and sound are | 
quite nice, but it's far too easy if | 
| } adventure that 


Fou re a clogger. 

Kevin Lucy(?), Worthing 
HARVEY 
HEADBANGER 
Firebird 

AA Rating 91% 


A very simple idea but a very 
enjoyable and compulsive 
game. As a one-player game I'd 
imagine the novelty would 
eventually wear off, but if 


| you've got an opponent you 
} could have unlimited fun with | -,W3i. Wunr pein 
this at the incredible price of Craig Munro, Loanhea 


| £1.99. 


Gerry Hughes, Cranleigh 


The first surprise about this 
game was the loading music. 
The second was how good it 
was. I didn't think it could be 
that good, but it was. The two- 
player game is great fun and the 
one-player game is pretty 
tough. At £1.99 you've no 
excuse, $0 buy it! 

Simon Doyle, Dingle 


KNIGHT TYME 
Mastertronic 
AA Rating 95% 
This budget arcade adventure 
from Mastertronic is superb. 
There's a lot of tough puzzling 
and a large area of planets to 
explore. The pleasant tune 
which plays throughout 
overcomes the disappointing 
lack of sound effects. The only 
bad point is the frustration of 
getting a long way into the 
game, making one mistake, and 
having to start all over again, 
Thig is more than made up 
for by the rewarding feeling 
after working out a puzzle which 


you couldn't do before. All-in- 








all a tremendous budget game 
which beats most full-priced — 
games easily. 

Mark Reynolds 


The Magic Knight series gets 
better with every game. Knight © 
Tyme is a great litle arcade | 

will provide | 
hours of fun, although some of | 
the early puzzles are fairly obvi- | 


| ous. At £2.99 this is a mateh for 


| any full-priced game and if you 
| don't buy it you must be M.A.D.! 


Gerry Hughes, Cranleigh 


| This is a very good game. It has 


good graphics and a good tune. 
the adventure element is very 
strong because of the many 
windows you can call up. There 


| are a lot of puzzles which will 
| make it tough to crack. 


This has probably got to be one 
of the best budget games of all 
time. The graphics are really 
good and sound is used to good | 
effect as well. The windimation 
system is a joy to use and the 
whole game is very easy to gat 
into. But the problems are not | 


easy to solve and present a 


| 


long-lasting challenge. | can say 


/no more than that this game is 
brilliant and superb value for 


money. 


Richard Connelly, Crofton 
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‘MERMAID MADNESS 


Electric Dreams, £9.99 cass, £14.99 disk. joystick only 


Graphically this game is very impressive 
indeed and stars one of the weirdest com- 
puter characters you could ever hope to 
encounter, namely Myrtle the Mermaid. 
She's a stout-swilling, man-chasing, sca- 
dwelling, 112-year-old mound of heaving 


‘flesh, intent on rescuing the unfortunate 


| Gormless Gordon from a watery grave. 


The action starts with a very 


| overweight, naked blonde chasing a diver 


off the end of a pier and diving into the 


| Water, and she sprouts a tail in the process. 


From there your task as the mermaid 1s to 
find the diver again and release him before 
his oxygen supply runs out. Finding him 
involves getting past many deadly sea 
creatures and solving some puzzles. 

You can swim around the delightful 
underwater screens and alao walk on an 
outcrop of land in the search. In the water 
the mermaid has a nicely animated swimm- 
ing achon, while on land she looks like 
Cyril Smith breakdancing. You're quite 
buoyant with all that blubber so you may 
find control a litle awkward, particularly 


When trying to squeeze past creatures in 
| tight corners. 


The sea creatures appear on most 
screens and vary from sharks to jellyfish 
and sea-horses. They're all nicely drawn 


IWIP OSSIBLE NHSSION 


us pene Fee £9.95 cass, £14.95 disk, joystick or 








| lll spare you the clichés about the late 


arrival of the game; suffice it to say that I'm 
relieved it's finally here. By now many of 
you will know what the game is about, and 
the crucial question is whether its age has 

The mission isn't impossible but it's 
certainly one of the toughest you'll come 


| across, involving not only some great joy- 


stick action but demanding puzzles as well, 
It's set in an underground complex of 32 
rooms, connected by lift shafts and cor- 
ridors. Hidden in the 32 rooms are 36 
password puzle pieces that have to be 
collected and put together to form a nine- 
letter password. This password will enable 
you to prevent the destruction of the world 
- heavy, man! 





SECOND OPINION 
Thus one ought to be dated, but it isn't 
- it's just good stuif, There are an awtul 
Jot of ‘search the furniture' games 


| around at the moment, but IM's tough 
| puzzles and timing problems put if 
streets ahead of them. Addicive, 
challenging and fur. 
AW 





All of the rooms are viewed in 2D and 
contain five basic elements: platforms 
which you can run on, Bie ho get: et wenn 
platiorms, computer terminals, fur 
and robots, Each room always has the same 
platform layout, furniture and number of 
robots, but the arrangement of the rooms in 
relation to each other and the behaviour of 
each robot varies with every new game. 

Your character runs around the rooms 





and can somersault to avoid gaps in the 


and like the scenery very colourful. Every 
time you bump into them the level of stout 
in a bottle goes down. It's fatal if it empties 
completely. Since you have only one life 
this is pretty serious, but there are replen- 
ishing bottles left lying around. Some 
animals will kill you instantly; you have to 
find these by trial and error and steer well 
clear of them. 





SECOND OPINION 
The controls on this one are so 
cumbersome and so frustraing, you 
coud be forgiven for giving up 
altogether. You wouldn't miss that 
much if you did, either. The “Wally’ 
games hand/ed this kind of puzzling 
much Detter, and they Jjook pretty tired 
now. Great graphics don't make up for 
woak gamepiay. 





You can carry one object at a time and 
need to use it to clear obstacles from your 
path or to solve problems. For instance it's 
fairly obvious what you do with dynamite 
but where should you use it and what do 
you need on a completely dark screen? 
The problems are fairly simple bul with 


floor and robots. He has to find and put 


together the 36 puzle pieces within six 
hours, real time. However, every time he 
dies he loses ten minutes of the time avail- 
able, and that can quickly eat mio the time 
remaining. He searches the furniture while 
standing in front of each item for a set time; 
it then disappears and a message tells you 
what he found there. 

If there is no puzzle piece then there 
may be a robot snooze, lift initialisation 
(which resets the position of lifts in a room) 
or nothing at all. The robot snooze deacti- 
vates the robots for a time and stops them 
killing your character with their electrical 
discharges or by running into him. When 
they're reactivated, though, they return to 
their preset movement patterns, and might 
ignore your character's presence, react to 
him on sight, sense his being in the room, 
shoot or speed up. The only way to find out 
how each one behaves is to watch it care- 
fully and be ready for the various different 
reactions. 

There are two code rooms, in addition 
to the other 30, and in these you can gain 
additional robot snoozes and lift resets. You 
are played a senes of notes (one note more 
every time you succeed) which have to be 
played back in ascending order to gain a 
code. 

Once you've collected a number of 
puzzle pieces you can operate a computer 
to attempt to put them together. Four pieces 
will link up to make a code that gives you 
one of the nine letters in a password. The 


’ pieces fil together like a complicated jig- 


saw and at first it may take a long time to 
form complete codes. However, as you 
become piigbeae Siesta uigene Lage 

3 it 
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one mustake proving fatal, it may take a 
lithe while to crack some. 

As you get closer to Gordon a heart- 
beat on screen gets faster but for the most 
part there isn't much exploration to be 
done, just a lot of experimentation. 

The graphics are certamly the best 
thing about the game. The gameplay is 
harmed by frustrating situations in which 
the mermaid gets stuck against a creature 
or dies instantly after a lot of hard work. 
However despite those reservations, it 
looks qood, sounds good and will present 
an enjoyable challenge for a while. 


_ BW 


Very colourful graphics and good 
animation. 

A good dose of humour. 

A novel setting and implementation of 
this kind of arcade adventure. 

Should take a while to crack 
completely. 


Controls can be very frustrating when 
encountering creatures. 
Nat eneee depth to the puzzles. 


becomes easier. 

searching the rooms, avoiding the 
robots and putting together the puzzles is 
very absorbing. It isn't quite as exciting as 
it might have been a year ago but it still has 
all the essential addictive gameplay that's 
needed. The animation and graphics are 


THIRD OPINION 
Suniar action to Mission Elevator, 
Nexus and Max Headroom, Sut 
Impossible Mission is everything those 
games should have been. The 
graplucs are great, the action spot-on, 
and the puzzling element just rigs. 
Buy itnow! 


adequate although nothing more, and the 
sound is limuted to a few effects like the 
noise of footsteps as you run and the buzz of 
robots shooting. It's a shame it's been a 
long time coming but it’s still an excellent 
game. 

BW 


w Ss 





6 0 6 OD NH OC 
» 30 different devilish rooms. 
® Robots and platforms present testing 
problems in timing and accuracy. 

» Puzzles are tough but absorbing. 

® Code rooms, snoozes and 
somersaulting are good touches. 

® Still a classic game despite its late 
conversion. 
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GREEN SCREEN VIEW 
You can see okay, but the graphics are 
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FIRST-DAY TARGET SCORE 
3,000 






Furnthure which con | 
be searched | 





Puzzle problems 

To start with you may have trouble working 
out exactly how to fil the puzzles together, so 
here are some extro tips to help you get 
started. 

The pieces appear two at a time in a 
memory window and con be moved from 
there fo another main window. Aft first they 
just look like rectangles with odd coloured 
shapes in them, but when fitted together they 
take on more uniform shapes. The key to 
understanding how they work is experiment- 
ation — you needn't worry about making a 
mess of it because once a piece of code is 
collected you can't lose it. 

The pieces come in three colours fit 
together only if the same colour. You con 
alter the colour of ony piece or flip it upside- 
down ond back-to-front to try to get it to | 
match. When you want to fit them together 
just try overlaying one on top of the other 
and the computer will tell you whether they 
fit or not, Sometimes two pleces will fit 
together but aren't supposed to, so that two 
others to fill the rest of the code are missing — 
but you'll find that only cut by trying every- 
thing possible. | 





Ropot potratiing | 
ine platform: 





Computer fermmal # 
| for operating 

snoozes ane, lift 
reseis 






|Our somersoulting 
here 





GREEN SCREEN VIEW 
The puzzle pieces are colour-coded, 


bul there's no real problem telling the 
colours apart—and that’s what counts. 


STAYING POWER Eker 
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Virga, £9.98 cass, £14.95 disk. joystick only 
. — —a a = 7 OE he, ate ai, ar z | ey 
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SECOND OPINION 
A bit lightweight for some people's 
tastes maybe, but I really like this new 
Gang of Five Treen-‘em-up. After the 
complesity of Shogun they've gone for 
siraightforward playabuity with the 
Pilot of the Future, and J think it pays 
off. Some mean problems, tong of 
great graphics and a host of Treens 
make it good addictive fun, and the 
speech-bubbles perfectly catch the 
mood of the original comic-strip. 


it eat 4 a = | shal arin ug a ig i by y in b a = | 1 : — - ‘4 ) lee a Ba AN i - 
1 roc at translates itee —~ , Some oe ed es tetas Bhar tee 
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lowe Corennges icons Pies £8.95 cass, £127.95 disk, joystick or kev 
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SECOND OPINION 3) og | enum UPLOCLI" : =~ a, 

A potentially great game spoiled fora [yy a — (igs a cane 
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game task and they could have had a tat ’ tall ae TL | (5, fa 
Rave on their hands. Ag itis, you just a eH em pat eee : ) | Mita #+SCO@ 
end up aimlessly exploring an Pahit Ci" atk | = 
enormous network of corridors. Big, on ———— | a °}&£xz>7-e 
burt pointless. eee 
AW re ee j iA theo 








u yi] re gr. 
is q 












AH 2 


a 





AMSTRAD ACTION OCTOBER 1986 Nolaw. no war. 


ACTION TEST 





look. This nicely sets up the atmosphere for 
the game, and the more of the asteroid you 
discover the more you'll like it. 

In most of the rooms are the Mekon's 
guards: various types of static robots who 
shoot at you, and the Treens, the Melon's 
followers, who fly around some rooms 
shooting and also proving fatal if they touch 
you, You can zap robots and Treens with a 
trusty laser which shoots horizontally and 


diagonally upwards, 


THIRD OPINION 

| A worthy tribute here to a hero from 

| | the past. It may be just a simple arcade 
game, Dut the colour and graphics are 
well in keeping with the original, and 
the gameplay at just the right level fo 

| keep any player coming back for 
Ttore. 


| Every time Dan is touched by a Treen, 
falls down a hole or runs out of stamina 
| from being shot, he loses a life and has to 
. continue his mission from a prison cell. This 
| ig conveniently unlocked but can put Dan 
completely out of position if he died in @ 
part of the asteroid that was difficul 
reach, 
The asteroid's other danger is the long 
drops that appear on many screens, all too 
easily fallen into, You have to learn 4 











spend many a frustrating hour fighting to 
achieve the unknown. 

You have to shut down the four reac- 
tors and escape within one hour, so you 
can't afford to waste any of it. 

The first thing is to build your robots. 
There are four types of base: hover, 
sphere, legs and tracks. Which one you 
chocse will affect speed, carrying capa- 
bility and resistance to damage. Having 
picked a base you need to put a weapon, 
sensor and power pack on it, There are 
four types of weapons from a laser to a 
missile, three” sensors (visual, audio and 
infra-red) and three types of power pack. 
Each of these will affect the others in some 
way; experience will teach you the best 
robots to build. The weapons and sensor 
consume power, as does moving, and of 
course all three systems have to be added 
together to see if the robot can take the 
weight. 

: If that weren't enough, you have to be 
careful with your resources since only a 








A robot under 
construction 












technique for jumping them by hitting a 
diagonal on the joystick. To help you get 
around is an extensive system. of lifts, but 
these are what you'll spend most of the time 
puzzling over. In places they form a maze 
where you'll have to experiment and ex- 
plore: where to go and how? 

The four building blocks are automati- 
cally picked up when you walk into them, 
g0 you'll know when you've found one. Dan 
then ha’ to take them to the chasm, where 
and the self-destruct switch. Each time a 


block is put in place one or more doorways 


will open in the game, allowing you to 
explore further and find the next bleck. 
Once you've got all four you have only to 
get to the top of the Mekon's rocket and 
effect a spectacular escape. 

The action is very compulsive at first, 


an effect doubled by the excellent: 


graphics. Whai really gets you hooked is 

the opening-out of the game with each new 

block to reveal new and interesting sec- 

tions. It shouldn't take the hardened ex- 

plorer too long to crack the game, but it’s a 

Jif Soult Barse toa Secret be Mead ees 
if g ending to the proceedings. 





BW 


FIRST-DAY TARGET SCORE 
10,000 


limited amount of material is available. | 
You take your newly built robot into 
the ship and start your search or build 
some more. Throughout the game you'll 
probably need a mixture of the two to keep 
things moving. You can have up to eight 
robots at a time, although it's actually im- 
practical to control that many. Once inside 
the ship there is a large aréa to search in 
trying to find the reactors. The robots are 
viewed from above in a screen window as 
they move through the corriders, bare 
You can set the robots to search an 
area automatically while you're off doing 


something else, you can program them to 


search your own defined route, or you can 


contro] them manually all the vey Thus 


more than one robot can be useh 
“There are various obstacles around the 





ship, including electrified barriers you can 


switch on and off by shooting the right 
switch, teleporters that move you to anc- 
ther part of the ship and aliens, who can be 


-shot but who can also shoot you. Robots can 


also be destroyed by getting a flat battery, 
but if left unmoved for a while they will 


build up their eneray again. 
It's certainly interesting playing 


around with the different robots, and 
there's plenty for the mappers to cope with. 
The gameplay becomes repetitive with all 
the continual searching and little else, but 
the main problem will be working out 


, exactly what you're supposed to be doing, 


Sa a a a a ee eee eee Dee oe 
ame = — x 


» Good controls once you work out the 


jumping. 

» Very compulsive gameplay. 

» Each discovery leads you into a new 
and interesting area. 

» Nice ending. 

> Just a bit too easy. 


GREEN SCREEN VIEW 
Everyttung's visible, and the Treens 


aré greener than ever. 








There's plenty to do, still, and this should 
present most intrepid explorers with a 
tough challenge. | 

BW 


FIRST-DAY TARGET SCORE 
Deactivate a reactor 


¢ Oo oO OD n £€ w Ss 


> A large game area to explore. 

» Very nice in-game tune. 

» Multiple robot control is good. 

» No shortage of things to work out. 


B A OD ee WES S25 
» Instructions leave you too much 


» Continual searching gets repetitive. 


GREEN SCREEN VIEW 
| The colours are fully adjustable from 
any point in tie game, so visibilty is no | 


problem af all. 
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"RESCUE ON FRACTALUS | 


Activision. £9.99 cass. £14.99 disk, joystick or keys 






“fe the frst Amstrad game to feature ther: In 
1 





en to the overall shape. - 


SECOND OPINION 
Fractals are wonderful things, Dut it 
would take something altogether more 
drashe to justiy buying this game. 
There's all tha! landscape, bot nothing 
te do except! fly round if, shoot at itand 
land on bits of it. You've cot so little 
conlrol over you re craft that thero’s 
hardly any skill involved at all. 


AW 


dying a ship around the planet of Fractalus, 
where the surface is a mass of crags, 


canyons and mountainous peaks. In this 
hostile landscape you have to rescue 


downed. pilots and blast the enemy 
defences, ‘ae 








aiey 


The mission starts at one of 16 ie 
with you being automatically launched from. 
a mothership and flown down to the planet. 





tice, ‘and this : 


| r you look at a shape 
“the more detail you sens. and eg eel 





Neve ot datences youl ¢ encounter. There 
are only two. sorts! gun emplacements on 
~ outcrops of reck and fying saucers. All you 
have to do is fly Brean: iooking for pilots: 


pick ther up ‘by opening the airlock and 


then take off in search of another one. 
. Meanvrhile you can blast the guns and 
saucers that getin your way. 


After a while the mothership will return 


! ne you can fire boosters to get back up to 
it If you've collected all the pilots you'll get 


a bonus and move onto the next level, 


| otherwise it's back: down on. the same level 
to finish off. 


‘Beneath ke view of the aat ig your 


ship's instrument panel - you'll constantly 
-- need to refer to it:-On the far left is a speed 
; indicator which can be set at eight levels, 


cae You'll vos their etfect whan. you | cine -- while on the far right are readouts of range 


to. a pilot, enemies destroyed and pilots atill 
to rescue. The middle of the panel has an 
artificial horizon, altimeter; wing cloarance 


bars, targeting scope, yay. gauge and 


pilot scanner. 


| All these controls aren't needed ee | 
until you reach the da et levels of play, 
where night fais on the 


planet and you 





surface. ew you get there the ship SS 





looks good when it moves. 


The task an each mission is to rescue: 7. oa 
number of pilots from the planet. surface | 
where their ships have crashed. The num- | 

pends on the skill level, as does the. 


ber d 
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an for ait sdnirng te i ot 2 ee | 
featureless apart from the crags, istlhan cant : 


GREEN SCREEN VIEW 
it's all every Dit as Brigit and ciearny 
visible as if was in colour —in short, 
nof very 


AW 


Dion hunting wabbits 


re Good use of fractal graphics. 


ce have: ie cay shlind: Grout: the canyons. a 


bumps into walls, hits from: guns and colli- 


gions with saucers cost you energy, but this : 
is increased again by picking up pilots. : 


“The process af picking up a ‘pilot 


nicely done. An animated figure runs to- 
Anas you and then bangs on the airlock to ~ 
@ let in 


. There's also a surprise instore on - 
later: levels, and 1 viacenton: ‘you won't be 
ready for it. see ie 
The fractal graphics are used well and — 
produce a convincing planet-surface effect, — 

but the cantrol of the ship leaves something 
to be desired since it is very prone: to 
oversteer. Gameplay becomes repetitive . 
quite quickly, but the higher levela do © 
provide a tough oe challenge to keep ; 

you occupied. 
BW 
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® Pilot-collecting sequence is well See : 
® Higher levels are quite achallenge, — 
» Night flying adds to the difficulty. 


a ——— eo 


ee oe. nH EE Woes 
a Gameplay gets very repetitive. 


-® Flight controls suffer from oversteer, oe ee 


oor ina a es 


More impressive 
when it moves 
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ame has become the 
most popular in the 
world. 
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“Over 3,000 questions of no vital importance.” 


Available now on a eT 
/ =" Spectrum 48/128K Commodore 64/128K Dee 78 | 
ii BBC ‘B’ Amstrad CPC a | 
4 


: Cassette and Disk and all local stockists Das | 
HORN ABBOT TRIVIAL PURSUIT isa Trade Mark owned and licensed by Horn Abbot International Ld. | 


Wiifeabhinnietelaenioi Published by Domark Limited, 204 Worple Road, London SW20 8PN. Tel: 01-947 5624 DOMARK 
Trivial Pursuit was programmed by Oxford Digital Enterprises. 





DOONVIDARE’S REVENGE 


Beyond, £9.95 cass, keys only 


If you thought Lords of Midnight was an 
epic game then prepare yourself for a 
§ shock when loading this because it has 
§ 6,000 locations: 2,000 more than its prede- 
| cessor. It's played in exactly the same 
§ manner as Lords but is set in a new land 
| with many new characters and features as 
well as some old ones. 


The plot takes up where the last game 


left off with Doomdark (the bad guy) killed 
} by Luxor (the good guy), and the ice crown 
(evil instrument of power) destroyed by 
| Morkin (Luxor’s son). We're treated to an 
audio-cassette rendition of the succeeding 
s events from the Beyond team which is 
definitely not vintage Olivier and rather 
hard to follow at times, suffering from some 
awfully flowery and verbose prose. To cut 
a long story short, Doomdark's daughter 
‘Shareth has kidnapped Morkin, and Luxor 
and company have set off to rescue him 
from the land of Icemark. 


SECOND OPINION 
When if first came out, Lords of 





8) Sidnight was the biggest and most 

B) 25sorbing game anyone had ever 

8) seen; Doomdark’s Revenge is Detter. 
8] J'm not just talking about the extra 
locations either. Tie intricacies of 


Icemark politics will offer even 
|| Aardened Midnight veterans a tough 
| new challenge. Buy it. And cance! 
| your appointments for the next few 


AW 


You Begin the game in control of three 
characters: Luxor the Moonprince, 
Rorthron the Wise and Tarithel the Fey 

trothed to Morkin). They begin in the 
south of the land of Icemark, Luxor and 
| Rorthron at the Gate of Varenorn where 
| they have to return in order to achieve any 
| kind of victory. There are various victories 
that can be achieved, but Morkin must 
| always be rescued and return with Luxor to 
the Gate, Other achievements add to the 
level of the victory, including returning 
Rorthron and Tarithel to the Gate, taking 
| the Crowns of the Icemark there, returning 
other objects of power, and of course the 
| destruction of Shareth herself. 

The screen shows the panoramic view 
of the character you are controlling or one 
| of the many information and instruction 
screens. Each location has eight compass- 
point views on which will appear the 
5 17 types of landscape feature and 
other characters. This doesn't 
| consist of just a surface view 
anymore, because some 
| locations allow you to 
, enter a vast subter- 
| ranean tunnel network 








These don't have anything to look at but 


allow you to avoid some overland dangers. 


while risking some others. 

ff you've played Lords before then 
you'll have no trouble getting to grips with 
the game, discovering the new features 
and learning the new tactics. The new- 
comer should be guided reasonably well 
by the instructions but will take longer 

and experimenting with things. 

As in Lords the two main tasks are to 
complete the quest part of the game (rescu- 
ing Morkin), and to build up a massive 
army for battles with any foe. However this 
part of the game where you deal with other 
characters has got more complicated. 

There are five races in Ilcemark and 
none of them get on very well together - 
and they may not take a liking to you. It's no 
longer a simple matter of recruiting anyone 
you meet. You have to consider who's 
doing the recruiting and whether the char- 
acter will stay with you once recruited. 
Each character will have an allegiance to 
another character and a foe, and also a list 
of personal characteristics. These should 
guide you on whom to get to approach and 
win over that character and how much you 
can trust him or her. Unsuccessful appro- 
aches to characters result in battles which 
can be very costly, so many games will be 
needed to develop a rewarding strategy 

As with Lords the game is split into day 
and night. The day is when you move the 
characters under your control, doing as 
much as you can but trying to keep them 
alive and strong. At night the computer 








the outcome of battles. Other controls allow 
you to check place, battle, army and per- 
son, select a character and choose from 
special options. 






THIRD OPINION 
if you are info Michael Moorcock, or 
| any of the other great science-fantasy 
writers, then you'll Jove tus. If is the 
nearest that compufer games have got 
fo the uly inferactive Hook, and has 


| every aspect of a fantasy world in it - 

| action, adventure, poliics, quests, 
Sattiles: you name il, it's all here with a 
vengeance. 


NIN 














You could happily sit down and waste a 
whole day, if not a week, playing without 
ever wanting to leave the keyboard. The 
world created is so vast and absorbing that 
it presents a continual challenge and end- 
less variation. It’s much tougher to com- 
plete than Lords but just as rewarding to 
play whether you're new to the format or 
an old hand. There are more graphics, 
more locations, more characters, more ob- 
jects and above all more enjoyment than 
ever. A true classic. 
FIRST-DAY TARGET 3C 
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» A massive 6,000 locations. 


a , » Superb panoramic views. 









| a Fi i Eto eee Hy eal, » Totally absorbing to play. 

| | | tye Wis dah yy 8 =“ » Combination of adventure, war game 
? =. ! , a > | and strategy should appeal to everyone. 
-Jcemark Terrain ees , > Tremendous variety in the possible 

here are 17 types of feature on the Icemark Hut provides shelter. | events. 

ndscape, oll with different effects and Hills: slow movement. j 

vers. Fortress: offers protection or a fight. i a eer = GL ST 
atain: take time and energy to cross. Palace: can offer protection and access fo | SB A UO eee ieee oS 
can offer stiff resistance or shelter ond tunnels. ; » No in-game sound. 

ion, depending on who controls it. Temple: possesses good ‘and bad powers, J > You need a spare couple of days to 

low movement except for the Fey. and access fo tunnels. play it. 

five Information on whereabouts of Gate: gives access to tunnels. | 

L. : Stones: give good « and bad | powers. q | GRAPHICS Pht" eee | 
o and exit to tunnels. Fountain: refreshes a weary traveller. | . _———— elle Be 

iepiter if the people ore friendly. ley Wastes: impenetrable. | SONICS DE Inca 


A a chorocter, will prevent you Mist: moves ocross the land, blocking the 
a if unfriendly. view and sopping more le and strength. 
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Daringly Original A reade Ad venture. It’s What You've Come 
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Enter Into The Magical World Of Druid. Experience The New And 


£7.95 





Available now for Commodore 64 and 


available soon for Spectrum 48.128 and wlaie name of game Tactwre causetie o° ctuk and quantity req.tod 
Amstrad - aoa sired Sia ee 
UF Frshind ina Regessered Trade Merk of Gnas | pecommurccations ple. FIRST FLOOR, 64-76 AEN Caton oe LONDON WC1A IPS FLOOR, 84-76 NEW OXFORD ST.,_ . | 





JOHNNY REB II 


Lothlorien/Argus Press, £9.95 cass, £12.95 disk, | 


joystick or keys 





_/.— Unless you were an early afficianado of 


* Amstrad wargames or read Amscyclopedia 
in issue one of AA then you probably didn't 
even know there was a fohnny Reb I. This 
sequel follows along very much the same 
lines, except that the whole thing is a lot 
more polished than the original, which 
featured some disappointing graphics. 
Once again you're plunged into the Amer- 
ican civil war where Confederate forces 
battle Union. 

The game represents a single encoun- 
ter between the Union and Confederate 
forces at a river crossing. The smaller 
Union force is trying to stop the Confede- 
rates crossing the river at a bridge and two 
fords. The Union at first looks hopelessly 
outnumbered, but as the game progresses 
its reinforcements arrive. [f they have 
fought well they can counterattack and win 
the battle. 


SECOND OPINION 
if you play this as an introduction to 
computer wargames, you ‘ll probably 
end up wondenng why anyone would 
Dother with them. There's just nor 


enough deta to the thing, and that 
means there isn't the lasting interest 
wargames rely on. 


AW 


The river runs down the middle of the 
game map, only part of which is shown on 
screen at a time. There are also areas of 
high ground, buildings and walls that affect 
the behaviour of units. Each side also has 
four types of unit, each with its own charac- 
teristics: infantry, cavalry, artillery and 
supply wagons. 

One or two players can play, and 
against the computer there are three skill 
levels. These determine whether the game 
is played in ‘turns’ or real time, how many 
turns there are and whether units are 
always visible. Either way the units end up 
acting out instructions in real time. Each 
unit can be given a number of orders. 
depending on its type. Infantry can ad- 
vance, charge, fire or dig in. Cavalry can 
do the same except dig in, while artillery 
can't charge either. The supply waqone can 
do litte other than move, 

The outcome of skirmishes depends on 
several factors: terrain, morale, strength 
and ammo levels, how experienced the 
troops are, and of course the number of 
units they're fighting against. A unit may be 
routed or broken so that you cannot contro! 
it for a while, or destroyed completely if 
the attack is heavy enough. 

The ‘front end’ of the program allows 
you to change many aspects of the game to 
suit you. You can build walls, fences and 
houses on it to help the defending Union 
forces, or change the composition and 
types of unit to help either side. You can 
also determine where each unit starts at the 
beginning of the game and at what point the 
Union reinforcements arrive. Most of these 
are only valid for the two-player games, 
enabling you to set up the battle how you 
like. 





The presentation is much improved 
from the early Lothlorien wargames, but 
the essential game remains the same. New- 
comers to wargames will find they can 
easily get into the action, while more ex- 
perienced hands will want something more 
testing. Despite the detailed ‘front end’ | 
found the game lacked variety and depth 
and really needed a longer game ume with 
more strategy involved. 

EW 





Oh, | with | was in Dixie, tra-la, tra-le 


a 0 Uta EWS 
> Well presented and easy to use. 

» Good range of options for altering two- 
player games. 

®» Good for a newcomer to wargames. 


B A oO Ce ee EC: 


» Not enough depth in strategy to satisfy 
experienced players. 

» Games are too short to need hard 
thought. 

» Very similar gameplay to the original. 


_ (GREEN SCREEN VIEW 
You can still fell your blues from your 
greys, so you really shouldn't have 
any problems. 
: : AW 


NUCLEAR DEFENCE 
Amsoft, £3.95 cass, £12.95 disk, joystick or 
keys 





Beach-Head has spawned many denvatives 
and this is another battle game composed 
of several different stages. Your task is to 
defend your cities against nuclear attack 
while letting the enemy cities and shipping 
have a taste of your own offensive weapon- 
ry. Not what Fd cali a morally uplifting 
game. 

The battle takes place on a single map 
screen, from which can be accessed three 
arcade screens. The map shows enemy and 
home cittes and dots in the ocean to répres- 
ent your ship and enemy fleets. You can 
move your dot around to engage the 
enemy ships or take it close enough to their 
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cities to attack them. You can defend your 
home cities from any point on the map. 
Having got within range of an enemy 
city you can attack it using missiles; this will 
prompt a launch on your own cities, but this 
will happen anyway if the enemy are left to 
their own devices. The city-attack screen 
shows you a city which you have to destroy 
with missiles from your ship at the bottom 
of the screen. You have to hit only two 


buildings and a bridge, the picture being 


the same for all cities. You guide the mis- 
giles in flight and have to hit the buildings 
quickly in order to go and defend your own 
city. 


SECOND OPINION 

You can argue among yourselves 
about the morality of a game that 
rewards the nuking of foreign cities 
and punishes you for farpedoing 
hospital ships. There's no argument! 
over the gameplay though —If's 

| Doring, repetitive sub-Beach-Head 

| rubbish, There's an amusing iitte Dug 
wich crashes the ‘city attack’ stage 
from fume fo fume, Dur that's Nardiy a 
redeeming feature. 

AW 





if you get in range of an enemy fleet a 
thumping noise is heard and you can switch 
to the screen where you have to torpedo 
enemy ships. There are four of these that 
move across your view and are sunk by a 
single hit from your twin torpedo tubes that 
converge on the middle of the screen. All 
four have to be sunk, but a hospital ship 
must be avoided or you'll be flicked back 
to the map screen. 





Watching over your city 


When defending a city you are shown 
it nestling in the bottom of a valley while 
missiles My in to explode in large mush- 
room clouds. The missiles can be inter- 
cepted by your own firing rockets, but too 
many misses and the city will be destroyed. 

To win the game all the enemy cites 
and fleets have to be knocked out before 
your cines are. There are several shill 
levels at which the number of cities and 
fleets increases to make the job tougher. 

That doesn't compensate for the total 
lack of variety, just playing the same three 
screens time after time. Each stage 16 very 
simple and although the city graphics are 
detailed there's little action going on. After 
one game you'll have seen all there is to 
see, the only lasting interest coming from 
the higher difficulty levels. 

BW 


FIRST-DAY TARGET SCORE 
20,000 
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ae a NH E— W 8S 
» Higher levels are quite tough. 
BA: Die meee We oo: 


» Only three stages so it’s very 
repetitive. 

» Arcade sequences are very repetitive. 
» Graphics are weak except for city 
backgrounds. 


_.. GREEN SCREEN VIEW 
It's as playable in green as it's going to 
_ get, but that's not saying much, 


Aw 


DESERT FOX 
US Gold, £9.95 cass, £14.95 disk, joystick or 
keys 





War games are much more accessible 
these days, a lot of the credit going to P55 
for their games which incorporated arcade 
sequences. Desert Fox follows in the same 
footsteps but places the stress of the action 
very firmly on the arcade side with the 
strategy element less important. It's based 
on the North African campaign irom the 
Second World War; you are in control of a 
sherman tank. 

The game map appears on a single 
screen containing three elements: your 
tank, Rommel and several Allied depots. 
Your task is to save all the depots by 
reaching them with your tank before Rom- 
mel reaches one or it falls to the enemy 
gurrounding it. On the map screen there 
are four options that you can choose from: 
zoom, radio, air strike and move. 

The zoom command lets you examine a 


r a 1 oe a van eel Seater ra 


ppc itis) 


depot to see what supplies it has and how 
much longer it can resist the enemy. If you 
obviously aren't going to reach it in time 
you can call up your one and only air strike 
to buy some time. If you lose a base you 
lose the game. The radio command lets you 
examine the route ahead for one of the five 
possible enemy actions. The move option 
lakes you in the direction the radio beacon 
is pointing. 

The five battles are convoy, tiger tank, 
minefield, ambush and stuka, Each one is 
viewed from the turret of your Sherman, 
which has to destroy a number of the 
enemy or survive for a length of time to 
complete each ane. The convey section 
puts you in control of two machinequns, as 
Stukas and Spitfires swoop across the 
screen. You have to shoot the Stukas and 
avoid the Spitfires using the cursors — they 
are automatically controlled for each gun; 
you just decide when to fire. You need to 
score high enough before the convoy 
passes in order to save il, 

The minefield has to be negotiated as 
quickly by shaloming through the mines or 
blowing them up with the cannon, The tank 
has to be kept on a compass-heading 
course, The mines slow you down it they hit 
the tracks but not when they pass under- 
neath or wide of the tank. The ambush takes 
you down a canyon where mortars appear 
on the walls and a certain number have to 
be shot — the longer it takes you, the more 
damage the tank takes. 


SECOND OPINION 
There are some great, smooth-moving 
graphics in (ha arcade sequences Dut 
the game as a whole is pretty silly. The 


ambush stage ia pure Star Wars, and 

the fank-to-fank shoot-out with Rommel! 

is just ridiculous. it's all] good fun, Dut 

the ‘strategy’ element Is just an excuse 

for those arcade sequences. AW 
The Stuka attack has the planes flying 

straight at you, machineguns biazing. You 

have to bring them down with the cannon: 

eontre a cursor on them and fire. The 

planes are located by watching a small 

radar display; a set number have lo be shol 

lo complete the stage. The Tiger tank stage 
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13 Very simular except that the tanks move 
across the display, occasionally pausing to 
fire a shell at you. Enemy shells and tanks 
can both be shot with the cannon, a set 
number boing required again. 

i you encounter Rommel then the ac- 
tion is the same as the Tiger tank stage 
excep! that one tank has to be hit eight 
times. This will save one of your depots 
without having to visit it. However Romme! 
can do plenty of darnage while you're 
trying to dispose of him, so you need to 
have a very low damage gauge before 
tackling hum. 

The arcade sequences are well put 
together excep! for being able to ‘quide’ 
shells in flight on the tank and Stuka battles, 
which seems rather daft. There's not much 
airategy or war game involved, which is a 
shame because a bil more in that line and it 
would have had much more lasting interest. 

I don't think you can call this a simul- 
ation. It's basically a combination of several 
other games to create five arcade se- 
quences and a simple strategy task. 

BW 


FIRST DAY TARGET SCORE 
Victory at grandmaster level! 


ihe 0 wee ws 
® Arcade sequences are done well. 
®» Five sequences keeps the-variety 


going. 
» Good graphics on all stages. 


b AD ate wW. s 
» Too easy to complete. 
» Not enough strategy elements. 
» Lightweight treatment of a serious 
subject. 


Telling Spitfires and Stukas apart can 
be protty difficult an the convoy stage, 
but otherwise there's not much fo 
worry about. 
AW 


The convoy attack 
stage 











Living on the edge of an 
eternal galaxy, battling with 
opponents who seemtobe 
- reading your mind, you are 
| about to captain your ship 
through one of the great 
edge-of-your seat adven- 
tures of the 35th Century. 





S 


=> 
LO" 
Zo 
nein 


hse 


MS 
201 
3 
? 
2 
= 
3 
3 


| captain ofthe Psi-5 Trading | 
Company; because, need- | 
less to say, these maraud- 
ers are not going to take | 
— too kindly fo any last ditch 
efforts to spoil their little 
intergallactic carnage. 
So. if you're ripe for a stiff 
challenge and feel comfort- 
able in the role of Space 
Freighter Captain, your ship 
just came in. 

Choose your crew care- 








Sitting on a mother lode of 


rich mining deposits,anew 
quadrant called the Parvin 
Frontier.isamecca for sett- 
lers; entrepreneurs on both 


— sides of the law; andsome 
of the worst scum in the 
— universe. 


These space carrions have 
| been the scourge of the 
shipping lanes; and as 
things stand now they are 
on the brink of starving out 
the entire quadrant and 
holding it hostage. 


No wonder the inhabitants — 


FIRIMG OGRDERS LIST 


ite apon 
Missiles 
Blasters 
Cannons 
Thermos 
Blasters 
Cannons | 


fully. For 10 years Al Zott 
has been shooting enemy 
attack cruisers to smither- 
eens, but will his hottemper 
be your final undoing? Your 
choice for weapons expert 
is critical. Youhave awealth 
of talent to choose from; 
but will your pick hold upin 


Target 
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- the heat of the battle? 


As captain of the Space 
Freighter, you must cons- 


tantly delegate authority | 


throughout the mission. 
With space outlaws on the 
horizon, what do you repair 
first—the defence shields 
or your weapons? 


—@ Superb weaponry 





of the Parvin Frontier will 
pay almost anything toany- 
one whocan gefthroughto 
them with a freight ship full 
of supplies fromthe outside 
world. 

But ifs a toll order to fill, — 
even for the experienced 


Oe re 


Status 
out-range 
in-range 
broken 
no power 
in-range 
broken 





@ Keyboard or 
Joystick Controlled 

e Choice of 
Specialist Crew 

@ Inter-ship video link 

@ External view port 

@ On board Computer | 

@ Navigational 
Cockpit 


Monuloctiuned under licence by US. Goi Lig. 
Lind! 10, The Porkwroy industrial Centre 
engage Stneot. Banmanghom B7 Aly 


“Sorbo 25 seen on Commodore 64 
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The game is subtitled" ‘the game of the 
gods’, which conjures up an interesting 
image of Greek gods sitting around ashing 
@ach other inconsequential questions hike, 
‘What's the booby prize on the TV show 3- 
&-I?’ Now that's my kind of game and I 
| Suspect a lot of other people's too, It com- 
| Dines this quest for the trivial and absurd 
with a well demgqned and implemented 
| Game. 
| The action takes place on a single 
screen where an 8x8 grid of squares forms 
| @ courtyard on which 2,3 or 4 players can 
| Wage a battle of wits and speed. Each 
| Player controls a team of four warriors who 
have to eliminate all the warriors from the 
other teams in order to achiave victory. 
The squares are in five different colours: 
four general question areas and special 
| teleport squares. 
Each player takes it in turn to select 
| one of his four warriors to answer a.ques- 
| Gon, the subject dapanding on the colour of 
| the equare he's on. Choosing the correct 
| one of four possible answers will score the 
| Warrior some points and he will be able to 
| move to an adjacent square. A wrong 
answer will pass play on to the next player. 

Moving onto one of the four teleport 
equares will whisk a player lo an unoc- 
cupied teleport square, sometimes even 
back to the one he started on 

As each warrior scores points for cor- 
rect anawers he can mutate into more 
powertul forma — an advantage when it 
‘comes to Battle. The lowest is Hercules 
going through Cyclops and Minotaur, to the 
strongest, a Satyr. These mutations are 
carned out very nicely on screen: the 
WaITiOr spins round and then slows fo a 

halt, mutating in mid-spin. 





that you, already know certain information day's work. While trying to deal with that 

selle that sets you on the track of the leak, while = you've got to identify the source ofthe leak 
| ag! You other matters are brought to your attention and trace it through to expose the whele f 
book to play as time passes, In trying to deal with pro- network. You have to keep up your other fe 
: ia 1ave, some characters and situations may blems you spend most of the time putting work; otherwise the number of surveillance = 


cove oe has psy a some Nato. docu- 


i 








a warnor tries to move onto a square 
already occupied by an opponent's war- 
nor, a challenge will result. The two have 
to try to answer a question first in order to 
win the battle. The loser gets demotod toa 
lower Warrior jevel, and disappears com- 
pletely if he was already down to a. Her- 
cules. The game continues like thal until 
only one player's warriors are left on the 
grid. 

The difficulty of the questions varies 
with the mutation level of the watrior 
toughest ones for the Satyr and easiest for 


and complication. The basic idea is 





surveillance on ‘people and if that t produces 










ears ea ois Sta SFCOND OPINION THIRD srishonepig 
arues i — ag an P itecetisne) lm not crazy about Fredaericx Ain uiferesting twist of the adventure- 
e plot. In the first part you. have to Forsyth's books, but tis game fuat pare WIL Lhe a ded adrenalin 


nught convert me, Other games ave 
fried fo get some fee! of intrigue and 
detective work, bul fig is (he firs! one 
rou li 
PTLAIG-cap on for (ug 
and / ike thar in a dame. 







i've seen that really wores 
need your 


the Hercules. There are also four different 


security and lovesick operatives — all in a 


staff is cut And the leak has to be resolved = 


You really have to 
employ ai your déductive powers 
ere, and ihe novel icen/windew 
elfect 


in Vowel F 
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‘play is used fo full] 





















































































|, but ou bilge ose egr) 
| - | before a time limit runs out and you get 
sacked from the job. 1 
Part two follows a similar line to part 
one with a single icon-driven screen — 
| through which you have to locate the bomb, 
hidden somewhere in London. It invelves 
you moving out of your office and using the — 
Tube system, and you'll encounter many = 
problems in the search for the hideout. The. fl bs op | 
final part is an assault on the bomb's loc- a 
ation using an SAS squad to eliminate the — ae 























it up. The other ay that occupies a ee of 
system. for inter stine ‘files on "people and 
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akill levels, which change the time limit fot 
answering 4 question. Masamum is 10 sec 
onds and minimum ‘< 295, which is hardly 
enough time even fo read the question. 
There are four ready-prepared ques 
be loaded in, each one 
over 500 questions, or you can 
prepare your own, Thay are well designed 
not to repeat too often but inevitably oP 
will become farniliar with a particular file. 


THIRD OPINION 
Remember those TV ads that showed 2 
happy family sitting around & 
computer screen ? Well here, at 1a5t. 
a game that is really like that. All the 
fun of Trivial Pursuit with all the 
benefit thal Arnold can provide 25 
well. Great fun for aij the famuly? 

MN 


doesn't matte: much. ‘With nro © 
well-matched player il 
becomes & Batt of moving best tactically. 
and answering questions fastest in a chal- 
lenge. This can result in very long, haro- 
fought and exciting games. 

The combination of a trivia quiz, —7 
enjoyable game. qood graphics and 
question compiler make this @ great game. 
When played by four players, 
newoomers Of ald hands, it can be very 


This 
perienced and 


We' rea nesneler roo! 





compentve and above all fun. 
for anyone Who wants to 
and be sociable. 


absorbing, 
The periect game 
play with computers 











~ Good colourful graphics and 
appealing animation. 

“well thought-out and presented 
pestions. 

A good multi-player game; not juste 
silly questions. 

titive and enjoyable, even 


- 
bunch of 











Fr you hav: en’t got anyone to play 
against. 
fou" ell need some interest in trivia 
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This | is ilies you allecatas your 

surveillance teams. They need te be 
4] Wied os efficiently os possible to get 
} quick results — chasing a red her ring 
| for too long can prove very cost Ys 


The Filirig cobinet allows you access te | a | 
files from Cencem ond from Blenheim. =) 
b4 The latter have to bo specifically 

2] requested. Sut first you need 
= Blonhein's te ephone number. 











i] You can save, lood and pause games 







“2 Here you are told the percentage of F 
=] the game completed ond alse your 
| prestige in MIS, which affects how 
2] many surveillance officers you have, 
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hod The phone allows you to make calls to | 
f-| vortout places and to accept 
} 4] incoming calls from operatives and 





other security personnal. Be Ps Ran, 
cee PTT: = nna : = ' =| The cote ticks by cutomatically, so 
Reports from other areas come in a, you need fo act fast at all times. 
- ———_——— : here. They moy be in response fo a | \ = j 
Surveillance reageorts come in here ane reques! by you fo another intelligence | Sa pera ee aces | 
appear in the middle of the screen service or to inform you of a new | 7 Sie 
whet the jean is ee sacra | situation. i | ssbb cali hl oe ore 
| : | departments. Watch out for notes | 
- | 





| fron your superior becouse they re 
| bell clwoays bod news, 
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i Very original mix of adventure, 





I's a very yond and’ novel game There sno colour anyway, so : pant ee | 
| chat aes plenty of depth. You'll needte do =| @VeryDody's in the same boat on this | B A re ceccres | reson “tes Ww | | 
| some hard thinking to get anywhere. De- | "e. _ | * Canbe tough going abtniee,. ee 


duction, analysis, a little bit of luck and 
| ici of inspiration all play their = SS ate a en alah ee oe Le el tanya Re yeep ee cme 
| ‘part. It won't be to everyone's taste — £00 Dp nu E£€ Wo§- 
| because it can be quite tou But if Se ; i Leh 
“you’re looking for a —c, qooa Three different Sections to Comny : 
| Workout for the brain cells, then this. 2 * a Good use of fcons and screen : 





> stipe ages deacons aae be very 
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ideal. : | 
egies TARGET SCORE = = & Ne shorta 
OABBALAH little to do with the game. This is shown up 
wv the fact tha | 
Amsoft;Gem, £9.95 cass. joystick or keys SECOND OPINION by the fact that, having built up an esoteric 

What a waste. There was a qood game and philosophical scene in the instructions, | 
here and they blew it, Why would any they destroy it all by talking about ‘nasties’ ) 
There are times when I really despair of spend hours on end rummaging you enter the game itself, and are presen- | 
software houses because of sumple faults in around behind a load af scenert ? ted with the superb 4D graphics which 
games that are guaranteed to drive games- Granted the scenery's very pretty, | Gem do so well. The scenery is composed 
players up the wall. This is a case in point: a and must have taken a Jot of effort—bur §} of detailed objects and buildings in some ' 
game with great graphics, an interesting (1 that just makes it all the more wasteful. | ©xcellent colour schemes. 
weird) scenario, a lot of depth and com- AW You control a purple clad man who | 


plexity — and one infuriating feature that 
ruins it. The problem is that the objects you 


shuifles and jumps around the picturesque 
landscape in search of keys for buildings 





a 


have to find are hidden behind things, and searching for something you can't see. and cbjects to help him progress through 
move about from game to game, 30 that you The scenario of the game comes from the game. He can walk behind and in front 


have to spend the whole time aimlessly the Hebrew faith, and as usual has very of things, often disappearing completely so 
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it's very difficull to tell where he is and how 
te get him out of there. When he walks near 
the edges of the acreen it scrolls to reveal 
more of the scenery. 

There are various creatures both mov- 
ing and static that drain his energy, 
although there is a point where he can 
replenish supplies. What is really wildly 
annoying is having to perform random 
searches of what is a reasonably large 
playing area just to find an object — never 
mind solve any of the game's puzzles. 


THIRD OPINION 
Forget the game, just wander around 
admuring the graphics for a while and 


then load up something else. 





You certainly can't argue with the 
graphics, they’re excellent, and there may 
be a good arcade adventure waiting to get 
out. But wandering around searching fruit- 
lessly for objects while not being able to 
see your character half the ime is not my 
idea of fun. 

EW 
FIRST DAY TARGET SCORE 
Find an object 


a 
as Ps.) a ap ad Pal aa i, bie i wy az 


So e-beam ee fp a 


A Graphics — great 
3)] Gemeplay — 
#2) rotten 





: GREEN SCREEN VIEW m5 
Can be very hard to see the edges of 
buildings, but lack of visibility 
crippled the game even in colour. hee 


oe 0 eee AE. WS: 
> Excellent detailed and colourful 
graphics. 
> If you can find things it might get 


interesting. 


faa 0 i. (Epa Wigs? 


» Can't see where you are or where 
you're going half the time. 

» Objects are hidden from view and 
moved around each new game. 
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» A potentially good game has been 
spoilt. 





STAINLESS STEEL 
Mikro-Gen, £8.95 cass, £13.95 dish, joystick or 
keys 





The ‘teenage superhero’ of the title is one 
Ricky Steel. and presumably the stamless 
part refers to frequent trips to the launder- 
ette with his undies. This condition is doubt- 
less brought on by having to battle an 
endless horde of aliens in a four-part shoot- 
em-up, Where he always ends up plastered 
all over a wall or a Door from a violent 
explosion. 

The four zones consist of vertically 
scrolling landscapes on which you have to 
battle a vanety of robot troops. In each 
zone the scenery, the robots and your task 
are different, although the gameplay is 
very similar for all four. The scrolling 
landscape occupies only a relatively small 
area of the screen and each stage has only 
one colour, although the landscape and 
character graphics are quite detailed. 


SECOND OPINION 
This game Is frustrating. Jt has rotten 
collision defection and makes very 
poor use of colour, It sends you right 
back to the start of the section every 
ime you die. Worse sili, the scanner 


Is sideways-on fo the direction of play, 
making it extremely difficult fo follow. 
The most frustrating thing, however, is 
that so much effort went fo produce 
such a poor game. 


AW 





In zone 0 you must move on foot up a 
roadway to reach your car, Nightwind. 
Trying to stop you are two sorts of robot: 
helicopters that move up and down the 
road shooting at you and robots that move 
across the road, also shooting. Like all the 
robots in the qame these can be dispatched 
with your own laser fire. As you walk 
along, a fuel gauge runs down and has to 
be replenished with fuel cells floating al 
intervals along the road. You have to be 
careful since you can shoot these as well, 
and running out of fuel is fatal. 

In zone 0 the only other obstacles are a 
couple of lines of cars behind two barriers 
across the road. However in zone | you 
have to drive across a desert littered with 
deadly obstacles, your car can fire and fly 
up and down, and accelerate, but is still 
dependant on regular fuel replenishment. 
Meanwhile you're harassed by helicopters, 
missiles and static quns. All of these have to 
be wiped out belore going on to the next! 
Zone. 

Zone 2 has you flying over a waterway 
on which submarines pop up from time to 
time. You have to bomb all the submarines 


land of beatings 


and shoot fighter pianes to move further on. 
The supply of bombs is limited. You are 
without the shield which in the first two 
zones could protect you against bullets for 
a short time. | 

In the final zone you have to kill the evil 
genius responsible for the whole shooting 
match. It is of course pretty fough as you 
drive through more new surroundings. 

To help you in all the zones there is a 
scanner very useful but awkward, 
because it is horizontal while the roule you 
travel is vertical 

This is a competent shoot-em-up which 
will provide a tough challenge. Two things 
stop it being even better: despite detailed 
Sepia and explosions the use of colour is 





J] = = - 








woeful, and there just aren't enough stages 
or Variety to them for the game to really 
last. Net a bad buy, though, if you're loo- 
king for a slalful shoot-em-up. 

BW 


FIRST-DAY TARGET SCORE Get to zone 
a 


a 


GREEN SCREEN VIEW 
The bullets can be a bit harder fo see, 
but the game certainly isn't any jess 


colourful in green. 
AW 


G 0 0 0 A E Ww #€«€6S 
> Detailed graphics and explosions. 
> Tough and skilful action. 
» Four stages requiring different skills. 
> Forward and rear attacks mean you 
can't afford to relax at all. 


‘ap =i Y - a 


> Awful lack of colour. 
» Not enough variety in the action. 
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AMSTRAD CPC 464, 664, 6128 
Night Gunner _] £7.95 
Night Gunner Disk () £13.95 
Tomahawk [J £9.95 
Tomahawk Disk C1) £14.95 
Fighter Pilot (] £8.95 
Fighter Pilot Disk (©) £13.95 


ATARI 
C] £12.95 
[] £9.95 


Fighter Pilot Disk 
Fighter Pilot 


Name 
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SPECTRUM 

Night Gunner48K [OO £6.95 
Tomahawk 48/128K O £9.95 
Fighter Pilot48K CL) £7.95 
COMMODORE 64 
speed King Disk 
speed King L} £9.95 
Fighter Pilot Disk LI £14.95 
Fighter Pilot (] £9.95 


LJ £12.95 
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ONLY THE BRAVEST FLY ... 


464, 664.6128, 
COLOUR OR GREEN SCREEN 


TOMAHAWK — a stunningly 
realistic flight simulation that 
puts you incommand of an 
Apache Advanced Attack 
helicopter. Flying low over a 
spectacular 3D real world 
display with over 7000 ground 
features —- TOMAHAWK puts 
you in the hot seat. 


Ground attack and air-to-air 
interception is the challenge 
day or night in the thick of the 
battlefield. Your combat mission 
is to locate and destroy enemy 
ground forces. It could be 
science fiction — il isnt— the 
Apache 1s lor réal ,.. the 
meanest, deadliest combal 
helicopter ever. 

You have the weapons, the 
machine ... climbin and prepare 
for take off! 


ONLY ACES SURVIVE IN... 


464, 664, 61286, 
COLOUR OR GREEN SCREEN 


NIGHT GUNNER — The 
amazing air battle scenario 
that stretches you to the very 
limit — guns blazing, enemy 
fighters attack from all 
directions — 3D ground attack 
sorties and there's still the 
flight back home. 





VAT and p.&p. inclusive within UK 
foverseas inc. 55p per cassette) 
Litho Saihpes, Fr. a 
02'S) 6BdGS9 ore | ee 


Please debit my Access/Visa card no 


BY D.K. MARSHALL 
ADAPTED BY DARRELL D. 
Cassette 9.95 Disk 14.95 


@ Spectacular 3D cockpit view 
with over 7000 ground features 

@ Authentic aerobatic | 
performance 

@ Ground attack and air-to-air 
interception, with laser guided 
missiles, rockets and 30mm 


a 
B® Doppler navigation and target 
tracking 
B Day/Night vision systems 
@ Cloudy, Crosswinds, 
Turbulence 

@ Pilot ratings -— Trainee to Ace 
@ impressive sound effects 

@ Pilots Notes 











BY R.J. SWIFT 
ADAPTED BY TIM MOORE 
Cassette 7.95 Disk 13.95 


NIGHT GUNNER is an action 
packed arcade game basec 
upon a Second World War 
scenario. You are the gunner 
and bomb aimer whose task is 
to defend your plane against 
enemy attack and destroy the 
ground forces in each of the 
challenging missions. The 
rewards are high for the expert 
marksman, but beware! The 
battle becomes tougher with 
each new mission, 


@ 30 ground attack missions 

@ Realistic 3D effects 

@ Explosive sound 

@ 1 or 2 players each with 4 
levels of difficulty 

High score table with medals 

@ Self demonstrating title page 





Watchmoor Road, 


LTT TT TTC TTT TT TTT) Camberey, Surrey 


Expiry date 


Cheques made payable to Digital Integrabon Lid 


lenclose a chequa P.O. for 


GU15 3AJ 


Trade and Export enquiries 
welcome. Lifetime Guarantee. 


— Tolal 
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INTERNATIONAL 
RUGBY 


Artic, (7.95 cass, £12.95 disk, joystick or keys 


This is the first time I've seen a Rugby 
Union simulation on a computer, despite 
the plethora of simulations for other sports. 
The reason for that is probably the difficulty 
of recreating a sport that can be as free- 
flowing as soccer and yel have set pieces 
not dissimilar to American football. Unfortu- 
nately [ think this has failed to overcome 
those problems, ending up more like a 
kick-and-run soccer game than a rugby 
game requiring lots of intricate passing. 

The matches are played on a pitch that 
covers three screens, viewed from the side 
of the ground. At either end are the posts 
where tnes and drop-goals can be scored. 
When the player in possession runs off the 
edge of the screen, it flicks to reveal the 
next section of pitch. There are seven 
players on each side and you control the 
one nearest to the ball, who will have 
different coloured hair. 

The player in possession has three 
basic options: nun with the ball, kick it or 
Pass it to another player. Passing is ex- 
tremely difficult because of the confusion of 


SECOND OPINION 
if you've ever played or watched 
rugby you 'l] probably wonder what 
it's got to do with this latest Artic 
classic. Rugby, as / remember it, was a 
fairly complex game involving a great 


dea! of passing and a limited amount of 
kicking. Artic however think it's a 
simple boot-em-iup. No rucks, no 
mauis, no three-quarters to pass to 

just kick the thing. 


AW 


players on screen, so the most effective 
method of making proqress is to run with 
the ball oil an opposing player closes in, 
and then whack it up feld tying to regam 
possession alterwards. 


Once in front of the opposition’s posts Goo 


you can go for a dropkick or try to go over 
the line for a try. li the opposition are im 
possession you can gel the ball back by 
Tuning into them or by tackling from 
behind. Each succesfully performed score 
or tackle will produce a cheer (while noize) 
from the crowd. After a try is scored the 
conversion takes. It's shown on a panel 
inset on the pitch where a cursor aims the 


ball, but the qusting wind may blow it off : 


course. 
There are two set pieces im the game 
for when a ball goes out of play: the lineout, 
which stretches all the way across the pitch, 
and the scrum. You can’t affect either oi 


these — they happen automatically. T's just 
a matter of trying to pick up possession = 


afterwards. 


One or two players can play, and both S 


can take part in the five-nations champion- 
ship, where each team plays four matches. 


There are also two skill levels which affect ES 


the speed of the computer players, the 
harder level making them tougher to catch. 


The major crficism of the qame is that ae 


intricate passing manoeuvres are impo- 


ssible and the game just becomes a matter ; ' 


co 


; Mastertronie. E1.99 cass, if lucia or ei 





of kick-and-run to score points. There are 
other niggles as well: the ball is round, the 
figures are small, the set pieces leave you 
with nothing-to do and the screen is a mass 
of confusing action making it difficult to tell 
what's going on. Despite all that, the game 
can still be enjoyable if you play with two 
players, particularly in the championship 
option. However even that won't interest 
you for long because this just isn't rugby, 
it's more like a soccer game with a couple 
of frills. 

BW 


FIRST-DAY TARGET 5CORE 
40 points against computer 


mE Sei RD EA SSE Cee 





hot up'n'under but 
Kick and run 





Se. ur : sto get Da st: 





Si Sa ee a eS 
> Two-player championship can be fun. 


» The first rugby simulation. 





8 A D N E W 3 
» Plays more like soccer than rugby. 
>» No intricate passing possible. 
» Set pieces allow no player 
involvement. 
» The worst rugby simulation. 
No works Gan: do colour version, bt 
oe ber Ne 





- get round as fast as : pnesible but without 


grass verge and crash. 











| “falling off: Toco fast and you'll skid onto the 


‘When you feel ready for a race you. 


and decide whether to have 2. 4 or 6 laps. 


7 “You becin at the back of the pack, who stay = 
- Gn more or legs line-astern formation all =. 
: Yound the track. This can make them tough shinee 
ng turns. aston corners. If you hit them you © 

fhile 1 ig. crash, dosing precious time. Certainly on: °° 
ims. to the faster tracks you should quickly be able. = 
te. ~ Yo beat a ae on the nS a they gue ghee : 





to When you're good enough the races. ee 
oe scan more of a time trial than a compe- <= 


he have to set one of the three difficulty levels” ee ee 






ot ee 


an tition against the 19 computer riders. Alap = | 
<<. -gecord is kept for each circuit. This means == “4 











SECOND OPINION 
It's not the best racing simulator I've 
ever seen, Dut it 1 alot of fun. The 
oppesilion can De very easy fo get 
past even on champion Jéevel, but they 
stil represent quite a challenge on the 
slower tracks. J wouldn't have minded 
some sort of rear-view mirror, but 
what do you éxpect for £].98? 
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players can compete on a ime basis even if (os 









not at the same time, and seek to set the — ee 


best total race time for a circuit. 
The driving sequence is well done: 


some good use of colour and a suitably 





















INTERNATIONAL 
KARATE 
Endurance Games, £7.95 cass, £17.95 disk, 


joystick or keys 





The software house is aptly named in this 
case. Not only have we had to endure 
months of wait for the game but now we 
have to endure two men beating the tar out 
of each other on screen again. To say that 
the combat-game motif had been overdone 
a litle would be an understatement, and I 
for one am fed up to the back teeth with 
them — particularly when, like this one, they 
have nothing new to offer. 

Like most previous combat games it's a 
two-dimensional encounter, the two figh- 
lers having one of six famous landmarks as 
the backdrop to their bone-crunching activ- 
ities. There are 16 possible moves, 6 with 
the fire button pressed and 8 without, but 
you probably won't cnd up using all of 
them. One or two players can play. the 
winner of a two-player game going on to 
face a computer opponent. 

The six computer opponents appear 
against diferent backgrounds and to get 
through to the next one you have to defeat a 
fighter twice in three bouts. Each bout is 60 
seconds long, in which time you have to 
gain two points (yin & yang symbols) by 
felling your opponent. The judge will 
award half or full points and the corre- 
sponding score. Al the end of each bout the 
time remaining is added to the victor's 


siaiming engmia nowe. The opponents 
aren't very realistic in their behaviour but 
your bike is great to control and responds 
well. Net quite enough compettiveness in 
Traces but stil an excellent game for the 
price. 


BW 


_ FIRST-DAY TARGET SCORE 
Under-50-second lap at Silverstone 


SCOre. 

If mo one gets two pomts then the 
fighter with the most points wins; a fe on 
points results in a rematch. [— you can win 
two bouts then you progress to the next 
fighter, who 1s of course tougher than the 
Previous one and equally mtent on pulping 
your head. In between fighters is a bonus 
stage where you smash tiles but this just 
involves hitting a key at the right ime to 
smash as many as possible for a bonus 
score — not much skill in that. 

Get past all six and you become the 
international karate champion. But it's more 
likely that you'll end up with your face in 
the dirt and multiple fractures all over your 
body. 


SECOND OPINION 
Finally something new in the world of 
combal games: pretty Dis of scanery 
in the background! What d'you mean, 
it’s boring? Okay, so the gameplay is 
like every other combat game you've 
ever seen only not quite so good. Fair 


enough, the graphics of the fighters 
are smail and overlap confusingly 
Dut atleast they Deal each other 
senseless in front of some grea! 
Dackarops, and tials whal Couns. 

AW 


The computer fighters are fast. If they 
decide to perform a killer of a move there's 
not a lot you can do about it. They're 
impossible to anticipate and you'll need 
superhuman reflexes to respond to their 





GREEN SCREEN VIEW 
Loses a iot of its appeal, Dut it's sui! 
avery Dil as playable. 


AW 
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attacks. That means the only way to beat 
one is fo devise your own gameplan and 
stick to it, hoping that you're quick enough 
and get in the nicht place to finish him off. 
The best way is to get familar with a few 
moves that you can use automatically for 
defence and attack and stick to those — 
trying fo use all 16 is bound to end in 
disaster. 

The animation 1s good, although every- 
thing happens so fast that you won't have 
ime to see much. The landmarks are 
drawn all right but have nothing to do with 
the qame. The gameplay itself is just like 
Fist or Sai Combat, only quite a bit faster. 
The computer opponents are beatable but 
it's incredibly frustrating to have them nip 
in an altack that you hardly have time to 
see, never mind do anything about. 


Kicking it out in : oe 
sydney harbour — 





There's nothing new here 60 it's only 
really of interest to the newcomer to com- 
bat games (but they'll find this one tough) 
or the combat addict looking for a very 
tough game. 

BW 


G o o D N E w S§ 
® Good backgrounds and animation. 
F Six very tough opponents. 
» Nice soundtrack accompanies the 
fighting. 


a ar roe Stee 


a 


>» How unoriginal can you get? 

> Computer opponents are just too fast 
and deadly at times. 

F You'll probably end up smashing the 
desk in two in frustration. 


GREEN SCREEN VIEW ae 
Gan gut a bit conaabag phi ic elaede os 
out which one your fighter is, but this 
anly adds interest ta the gameplay. — 


aw 
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_MUD ia actually part of a small empire of British Telecom 


Som == The reason is simple. Research indicates that 30% of 
> gomputer owners will end up buying a modem — and in the UE 


--othen there are plans for a French MUD, and perhaps a German 
MUD, and so on and so on. 50 if you wonder why rich BT is 


| - business — but the customer base is growing at about 20 a week, 
“and to encourage it there’s been a revolution in price. The 
“starter pack, which brings you all the info you need plus three 


< ‘without one it's got to be a good reason to rush out and buy one. 
And if you're prepared to fork out up to £150 for 200 hours 


~ the Pilg noticed on his visit to Ealing was the way the system has 


ime for your money. 


- consultant, and he located the offending bit in a matter of hours, 
asa regult of which the speed has improved no end.’ 


| et game, in the Pilg’s opinion. When we last touched on the 
- subject, speed (or the lack of it) was one of my main objections. 
is ‘Together with the lower cost, I reckon this improvement is 


companies set up to expoit the commercial opportunities of new 


- technology. Pin-striped businessmen may thrill to the sound of 
Hotline (a set-up that provides up-to-date company info and 
fews on-line), others may wax lyrical about Cabletext, or 

\. Prestel, but the Multi-User Dungeon is very dear: to BT's heart, 


and inferactive games are an essential part of its business 


alone that means around a million modem users. Many of them 
will want to play a game that you can't copy, that costs you 
money, and of course that compels you to use the phone. And 


bothering with the likes of us adventurers then wonder again: 
money! 
Right now there about 450 active MUD users — hardly big 


hours worth of credits, now costs only £4.95. That's got to be 
excellent value for anyone with a modem, and for anyone 


worth of credit then your connect charges are going to be right 
down to 50p an hour. 


| Even when you add your phone bills (50p per hour at local. 
Tates), the Pig's main reservation expressed a couple of months 
-.. back about price has been removed at one stroke. MUD snll 
= jgn't cheap, but it is affordable. And with the growing use of 
"modems it is bound to grow rapidly in size from now on. 


it's even more affordable because the other major change 


speeded up. The infuriating pauses are very much reduced - so 
not only are the bills less but also you get in more actual play- 


"In the end,’ says Tij the Arch-Wizard, who hosted my visit 
to Ealing, ‘the speed problem was narrowed down to a small 
section of the code, but when you're dealing with 60,000 lines of 
Pascal finding thal small section can be a problem! We hired a 


. This improvement in speed has really sharpened up the 


‘erucial in making MUD an attractive proposition for adven- 
turers. So perhaps it's just as well that the current set-up can 


ee handle up to 100 players simultaneousty, though currently there 


are likely to be only about a quarter of that number on-line at 
any one time. 

Not that that's a bad thing, since even with 800 locations a 
world can get just a bit too crowded. Fighting's fun but you 


The places you can travel to with your modem are many and 
varied. Apart from Compunet MUD (an earlier version of the 
game still available to Commodore owners), Essex MUD (the 
orginal, sill running sporadically on Essex University's main- 
irame) and other pretenders, there's also Shades, the new 
Nicronet interactive game. Stay tuned for next month's investig- 
ation ... 
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| Much has happened since we first looked at AMUD a 
| couple of months ago. Now the Cowled Crusader can 
| bring you right up to date with an inside glimpse of the 

country’s most famous interactive adventure. The Pilg 

fook a slow train to distant Ealing, where he met Tij the | 
| Arch-Wizard and Sputnik the Wizard and entered the 
Inner Sanctum of the AZU/D empire: a small air- | 
| conditioned room full of monstrous computers, half-— 
| gigabyte disks and man-sized printers... 


don't want a savage encounter around every corer. Half the 
problem with running MUD, it seems, is paying attention to this 
sort of problem and constantly adapting the game to suit the 
number and nature of the players. And this, it turned out, was a 
keynote in my MUD education at Ealing - the problems of 
running a mulii-user game are enormous, 

First, you've got the problem of bad behaviour. While we 
were seated at our beaunful DEC scrolling terminals - no 
squinting at the home telly for BT's Mudders — the following 
message flashed up on the screen: ‘A male voice in the distance 


shouts, “Aw shit!" ae 
Immediately my companions Sputnik and Tij leaped Inte == =: 
action. Tij, as an Arch-Wizard, has a character profile that >. 


includes a flag called ‘God’. I kid you not — his powers within 


- the game are almost: limitless. Within seconds the offender's Seo. 
“playing name (or persona’) was up on the screen logether with 2. 
his camden sid BeCoUBY: number benstady all other knee! inform: Sass 








7 aoe. Be as cles scsneone fineing = riccmianig. fi want 10." 
Bays Arch-Wiz Tij. He wouldn't hesitate to use that power if - 





alar nisranog ie oor player was simply Ware 





there are 12 wizards. Baik: ban Ges cares to come amigo abe 4 
ae pleases, to put the finger of death on another players, to snoop 
an them, and generally to offer them help or hindrance as ee 


- whims dictate. The possibilities for abuse of this power are 
> endless, so Tij and Sputnik along with other BT staff spend a lot 
- of time educating the wizards in the art of good behaviour. 
Fi The real problem with the game, however, is its size. With 





the hardware being upgraded to allow 200 simultaneous. 
players, won't things get a little crowded? And what happens if 


you get too many wizards — will they roam the Land together 


putting the finger of death on all the poor mortals like you and 


me? 

woes ‘Other companies have grossly underestimated the dif- 

ficulty of running a multi-user game,’ says Sputnik. ‘It's not justa 

quesnon of wnting the game, it's a problem of maintaining i: 

-.. Megawars in the States had to completely reset the characters of 
> the players every four weeks until people learnt good habits.’ 

= On BT MUD, for the moment at any rate, the efforts of Tij 


~ and his pais have shown remarkable results. During my time on - 
3 towards - 





the system I was impressed by the courtesy of wizard 
=. one another and other players and their willingness to help 
beginners. 
.. -erowded," says Ti], ‘we'll split the game into two or else expand 
it’ There are already another 200 locations to add to the current 
800, just waiting on disk ready for use when needed. 
ee In fact playing MUD at this stage of its development is a 
great pleasure. Elsewhere on the page I've included a few 
excerpts fom the game as ii was played in the company of Tij 


¢ ‘and Sputuk, who were kind enough to show me what life is like 


| for a wizard. 
>> | Since becoming a  efiard 3 is the. aim of the game, you may 
ee wonder whether it’s really worth all that effort and investment. 
My feeling is that # certainly is - how else can you spend an 
evening hobnobbing with your pals when the fancy takes you, 
- gneoping on complete strangers, and tally-hoing across one of 
che largest interactive-game universes? Believe me, life as a 
Wizard is the nearest I've seen to complete interactive wish- 
fulfilment for some time. 
aes And there's more to come. Along with improved speed and 
lower. cost have come some ambitious plans for the future. 
intelligent mobiles are on the horizon, bringing to the game the 
- gort of possibilities that adventure programmers have tried to 
- exploit ever since Thorin first started singing about gold in The 
Hobbit. Ms are computer-controlled beasties and beauties who 
can wander from place to place, manipulate objects and 
generally behave (or misbehave) in an apparently autonomous 
sway. You'll be able to speak to them, ‘fight with them and even 
ss: tickle them! 
a: in. fack tickiins os: MUD) aancon by Ew oll he cone Gi tis 
>> moment. It's a good example of the way the game cab change 
from one day to the next. ‘It's just a ith NDT. says Ty the 
A-Wiz, ‘you can also hug and kiss.” 














| aes happen to you. "Your sex has magically changed id female.’ 
ee ssapored the game al one point while | was playing, — 

















), 800 locations, and hugging, and 


t the-shel adv enture game, this one is always changing. 





= ‘to do all the trail-blazing.’ You can understand his 
| 8 rieveal bee . The Seba _ had to sort out al the a 





: y did 80. 

: cS | me : How vata oka there in the centre of operations, watching 

- Spee nodems flicker as the players log on, it was easy to see why 

sak ae on BT was able to claim that MUD ‘is potentially as 
Satellite and cable ape we're always hearing 


ce Re someone abused his or her position as a MUD player. though in 


start playing. You 
“con't leave it 
unless you perform — 


2 Outand About 


As for overcrowding, ‘When it does get too 


Himirumm. ... you can also have some othér rather odd things 


Ah, these wizards - always game for a laugh. There's no 
boo ee ee ee 


na. there's plenty to keep you occupied. Unlike any off aurea 
—-® Treats as well 
with MUD," complained Sputnik, ‘ig that 





the nea's batek Ga cons dee. and that removes the two 2 
main criticisms usually levelled at MUD. Now that we can 


Se 


meee 
| SESS: S Sexi naughty words is one. thing, but uadaretine the 
structure of the game is of course far more serious. Currently 
} 


GEARNY THE HEROTKE IS HERE. 
DORK THE GUEST [3 HEFE. 


one simole action. 
Be genteel, and oli 
willbe well 


The location 
Gescriplions in 
MUD ore often - 


BADLY-FPAVED ROAD. 
Toy FESO YOURSELF OW A BADLY-PAVED ROAD, WEICH 
PAST AND WEST. HORTH AND MORTHEAST ARE THE 


3 Making Friends 


#iwontioteam = | 


up. Naturally, OUERGAR TELLA YOU "EAST PASTURE! (BACK OF HOUSET* 
being o trusting STEIY THE WARRIOR HAS JUST ARRIVED. 
a 


Pilg, | reply in the 


_ * | BUBRRECES "HA GH THERE 
affirmative: H only = aie 


WILL COME TO YOU IMOPEPULLT) 


'd known 
4 ... And in 
trouble! 
VWiheo's this owing OVERGAR SATS "HI". 
Duergart! He orks a act 
me round fo team Moseribes Bin snc a 
up ond then hos DUERGAR 15 ABOUT TO ATTACK YoU. 
‘ i] a 
me coughing : THE VIOLENCE OF A FLURE PIECE OF FIGHTING BY SUERGAK RAKES UYOU 
blood! Dowsn't he COUdH BLOOD 
re eae ETARINA 43/56. 
yy whe | am?! YOU [NEPTLY ETRIKE DUERGAR WITH AM EWERCGETIC ATTACE. 
bviously not . 


Moral: irsst no-one 


2 Danger Wizard 
if you make co : : TOU HAVE SUCDENLY AND HAQICALLY BECOME CRIPPLED: 
‘wish’ itwibe : _ 


GEANHT THE HEROINE HAS ou 
‘- 


DVERQGAR TELLS fov "HAHAH" 


LEFT . 


TOV HAVE SVODEHLY AND HACICALLY REGAINED TOUR ABILITY 


as tricks 

Yes, life con be 

tricky with wizards ah ou 
around! But they're = « 
nod olwoys 60 fou HAVE 


it’s TOO DARE FOR TOU TU SHEE ANT THIAG. 


"PLEASE MAY I HATE A OLow* 


SUDCENLY AHD MAQICALLY STARTED GLOWING! 





Here you are in - ELILABETHAN TEARCON. 
the Bizabethon == THIS COSY, TUDOR PERIOD ROOM 18 WHERE ALL HUD ADVENTURES aTART- 
se ITS EXPOSED OAK EEAMS AND SCFT, VELVET-COVERED FURRITURE PROVIDE 
+ WITS THE ICHRAL ATEOSPHERE [MN BHI Tt Wa im - beg Ei a abe | 
Tea-Room, the. IT WITH THE > TO PELAY BEPORE VENTURES 
fir local OUT INTD THAT ETRANGE, TIMELESS PEALM. A SESAR OF DECENCY AND 
rit ath ion DECORUM PREVAILS, AMD A FEELING OF KINSHIP WITH THOSE WHO, LIKE 
in sige aa anh a a ! tp BE ; A DESTINY [NW TH AND . as Tt SULTABLY 
in the gome that YOU, SEER THEE 3 & LAND. WHEN TOU ARE SUITAS 
oll Mudders enter - COMPOSED, YOU MAY ENTER THAT DOMAIN BY STEPPING THROUGH AK 
de tne thew °* OPENING TO THE WORTH; HOWEVER, YOU ARE WELCOHE TO STAY HERE FOR 
each time they Ag LOWS AS YOU LIKE, SIPPING TEA AND WATCHINU THK WORLD oD Rr. 


SON TINVES Th THE 
LOWER REGION: OF A 


: HOLHTAIS, WHLCH HEEES Uf BEYOND THE CLOUD. SHUTHEAST ig A. YARG, 
very lengthy — BELOWGING TO AN IMM WEICE CAN BE SEEN JUST REYOND IT. SOUTH LE A 
be febrile BRIAR PATCH, AND SOUTHWEST THE FOOTHILLS OF A MORE IMPRESSIVE 
offer oll they've +UMTAIN. MORTEWEST 12 A DEEP VALLEY, WHOSE WESTERN SLOPES RIEz 
. bow = TO THE FOOTHILLS CF A HOUNTAIM MORE MATEESTIC STILL. PRE ViEw 
enol e if QUITE BREATHTAN ING. + 
memory to play 
with! There ore 
¢urrenty B00 
~ hocedtlens with 
another 2700 on 
disk ready to be 
entered into the 
game when 
ate 


AcertainDuergarc: SEATEN TRACK. 
vehere In the YOU'RE ON A BOUGH EAST - WHAT TRACK WITH A DEKSE POREST To THE 
jelsen in he NORTH AND PASTURE TO THE SOUTH. 
gome) has teo! me BVEROAR TELLS YOU "WAHMA TEAM UP?* 
amessoqe askin ; : 
ae g CUBRGAR “WHY NUT? WHERE ARE rout 


Soe 5 mm ee 


TO WALE | 


















ADVENTURE 








CLUE- ONIGFING 


Te di ee se 


Okay Pilgs, here be ye Cowled Crusader's regular dose of 
problem solvent. Don't forget that all contributions to the Clue 
Pot are most welcome, so lf you're burshng with helpful advice, 
jot it down and send it off to the Pilgrim’s CLue Pot, c/o 
Amstrad Action, at the address at the front of the mag. 







fam \ neal. y= AAS “wil 
(,) THE BOGGIT 

“| CRL, £7.95 cass, all CPC models 
bd! 


i 


| Vow) gma aee 
' } 


Followers of the strait and narrow path will have already made 
| the acquaintance of Robin of Sherlock and possibly even Bored 
of the Rings, two dainty little comedies from the pens ofDelta4. | 
The Foggit is their latest oeuvre, being a take-off of that little- 






f 
jim 








my 


(8 


To The Pilgrim. | 


4 Viracddressis! (BLOCK CAPITALS 
ONLY) : 


} known Melbourne House adventure released a few years ago, “li 
Wile. Those of you who may just happen to have played the 
orginal Melbourne House game will doubtless have been 


entranced by its interactive characters, its stunning graphics, -. 


and its tortuous gameplay. Now you can get the low-down on 


what life was really like in Muddle Earth, and discover not only | 
what Bimbo Baggins does in his toilet, but why Trolls never |] 


wash their clothes. 

The Boggit 1s standard Quill/Ilustrator stuff as far as format 
is concerned, but Delta 4 pull their usual trick of giving the 
illusion of having ‘interactive characters’ using the TALK TO 
PERSON followed by SAY MESSAGE sequence of instructions. 
By first signalling your intention to talk and then SAYing things 
you can give the antiquated Quill parser the appearance of 
accepiing some quite complex instructions. 

[very much enjoyed playing this game. The layout of the 
acventure and the plot is sufficiently similar to the original to 
give one a feeling of cosy familiarity, but at almost very turn 
things go subtly (and sometimes unsubtly) astray. The text is 
lengthy and sometimes prints up screenfuls at a time in 
response to repeated key presses; bul much of it is well-written 
and original, as when Bimbo wakes up with a hangover that 
‘contravened local strategic arms limitations.” 

Like Bored of the Rings, this is a must for any player who's 
fed up with hair between the toes. Sometimes the good humour 
goes rather over the top but the puzzles are logical, challeng- 
ing, and inventive. Delta 4 have been instrumental in establish- 
ing the satirical adventure as a serious contender for the empty 
spaces on your shelf, and this game is up to their highest 


standards. at Pape 


Afmoiphere 


interocton Challenge 
The Boggit 


Vitun VLicm, boviifle. 





, wttlles 


tall [Hite ie 


saiftlde part lhe rt. Mi. 


My favourite three adventures are. 
1. Game: —_ 
Company: - 
Zz. Game: . 
Company’. 
3. Game: 
Company: . , 
My reasons for pur ting game 


number one anove as Hirst choice 
Aare 




















if tm a lucky Filgrim and: win a 
free carck | should hke 10. Texte- 
{We a a DOP yo , 


AA-Rating [iy 


Remember to state (1) the name of the game (2) the problem 


and (3) the solution. 


Mordon’'s Quest 


Don't set off on your quest without blanket, torch, and 


transporter. 


The king of the jungle goes hippetty-hop. 
Break pyrites into small pieces to get them back along the 


narrow crawl. 


Kentilla 
At the river, swing across. 


Rescue Timandra from the Marshzats and return her to Zelda for 


a lift. 


Examine the large Urga-Maul more than once. 


Heroes of Karn 
Beren can boll bat with falcon. 


Khadim can kill Pirate with dagger. 


Vampire can be killed with cross. 


Witch can be killed with water. 


The Boggit! 


Stay out of the living room until the chocs have gone off. 
Use your knowledge of the calendar to enter combination. 


Lux softens the toughest troll. 


Price of Magik 
jewels cut mirrors. 


Don't kill unnecessarily or haunting becomes a problem. 


Seabase Delta 

Blow bubble to wake hen. 
Torch is useless. 
Short-circuit switch with fork. 


CHARTS 


No charts this month I am atraid 
but keep sending in your votes 
as they will be back next month! 


Contact the Pilg! 
The Pilg is particularly interes- 
ted from hearing from all you 


Wandering Souls out there and 
will do his best to include your 


correspondence in these 
columns whenever space per- 
mits. Contributions to the Clue 
Cauldron and the Clue Pot are 
especially welcome, particular- 
ly for lesser-known games 
which may not be getting the 
coverage they deserve. 

Please remember. that ['m 


not a Helpline and cannot give | 
help on individual adventurers’ | 
problems — that's what the Lords | 
and Ladies are for, s0 use them 
well! But for the rest of you, I'm 
contactable c/o Amstrad Ac- | 
tion, The Old Barn, Brunel 
Shopping Precinct, Somerton, 
Somerset, TAL] TPS, or if you 
have a modem, on BT Gold 
B2:[NL2S] or on 
Prestel/Micronet 919994854. 








SURELY YOU'RE NOT STILL WAITING 
FOR THAT GAME TO LOAD ? 


AY 











From the list below you pick the games you want, and we put them on disc - easy isn't it? We call them custom 


HERE'S HOW IT WORKS | 


compilations. The advantages are clear; you benefit from the loading speed disc qames offer, 
your software, but you don't pay any more than if you were buying the games on tape. Nol only that, many of the games 


we offer wouldn't be available on disc - where else could you buy a Mastertronic game for £1.99, on disc, if it isn't from 


ISN'T IT ABOUT TIME YOU BOUGHT YOUR 
SOFTWARE FROM AMBYTE, THE ONLY COMPANY 
WHICH CAN SELL YOU GAMES SOFTWARE ON DISC 
AT CASSETTE PRICES 


26 you get more out of 











Ghos sibusters 9 99° 


ACOO1 

AGOO2 Mindshadow 9.99" 
ACOOS Master ol the Larnps 9.99" 
ACOOd Aescue on Fradalus 9.99" 
ACOOS Hacker 999° 
AGCOQO6 Bary MoGuigan Boxing 9.99° 


ALLIGATA 


Who Dares Wins 2 


ALGO 1 6.65 





MACO1 Finders Keepers 1,99 
MAGO2 Chiller 1.99 
VA00S lonteraquous 1,99 
AAO 0 cn rm tron 1.09 
MAQ005 Soul ofa Sobol 1.99 
MA0DO6 Formula One Simulator 1 
MAQO? OneManandHis Drod 1.99 
MANOR Caves of Doom 1S 
MA009 Inte Oplvien 1.99 
MA0710 Spell Bound 2 fat 
MAOQ11 The Last Va 2.99 
MAO Kane 1.49 
MA0DIS Hadzone 1. 
MACS Five a Side Foothall 2.99 


MIKRO-GEN 





MAO01 Balle af the Planels 9 .O5 
MKOO! IIhree Weeasin Paradise 9.95 
MROOS Herberls's Dummy Hun §.95 
US GOLD 
US001 KBeachhead 2 995° 
US002 impossible Mission 7.95" 
US003 Winer Games 9.95 
US004 Heturnte Oz 9.95" 
US005 Bruce Lee 6.95 
US006 Goones 9.95" 
WS007 Zorro 9.95" 
US008 Bunlight 9.95" 
US009 Dambusters 995 
US010 Kung Fu 9.95 
US0114 Bounty Bob 995 
US01i2 ODesert Fox G95 


CASSET TE SOFT Wwe Ae OM OISc) 








GROG 


hing on A Spring | 8.99 


GROG Way Ol The Tiger 9.95 
GRO03 Super Sleuth 6.95° 
GHOO4 Houncer H.95 
GROOS Monty on the Run 8.95" 
Ca Ss eee 
KU00! Star Avenger 6.95 
KUG02 Gal 5.95 
KUGOS Hock Maid 6.95 
KU004 = Fruity Frank 6.95 
KUGOS Cavems ol Mars 6.95 
KWOOF Argo Nave 5 oS 
KU0O8 Renegade Go. 


rry ise, ra. 


MT001 ods - The Battle Begins 895 
MTo002 Bran Jacks Supersiar 8.95 
MTOO3 Geol Capes Strong Man &§.95 
MT004 Sam Fox Stap Poker 6.95 
MTOOS WAR 6.95" 





aS 
BHOO1 8 Play Your Cards Right eS 
ccs | 
CCOO2 Armhem 9.95 
CCOO3 Desa Rais 9.95 





ELECTRIC DREAMS 
ED001 Winter Sports 9.99" 
EDoO2  Spindizzy 9.99" 





MSO01 | 


Dynamile Dan 
M5002 Eoulderdash o.05 
PALACE 
PAGO Cauldron 6.99 
PAOO2 Cauldron il 8.oG 


PSO001 Theatre Europe 2.95 
P5002 Battie for Midway oa 
PS003 8 0Rartile of Briain v.90 
PSoo4 Swords and Srcery 9.95 


YOU MAY ORDER AS MANY GAMES AS YOU LIKE SOLONG AS THE 


COMBINED VALUE OF TWO OF THEM EXCEEDS £15. YOU CANNOT, 
FOR EXAMPLE, ORDER SEVEN MASTERTRONIC TITLES UNLESS YOU 





ALSO ORDER TWO NORMAL PRICED GAMES. _ 


CAGO1 Endurance 7 35 
CROO2 Jugogernaul F.o5 
CA003 Formula 1 7 oe 
CHhO04 Blade Hunner 8.5 


ELOOT Frank Bruno Boxing BoS4 
ELOO2 Commando 8.95 
FLOOS bomb Jack 8.30 
ELOO4 Ghosts and jobs BSS 


ORDERING (CPC §128'564 
JUN | FORGET TOU MU 

Piease don’ order any games m 

tiie. ine’ i eve ret 

vail, able all iF 


be when you read dthis:- but don lake a chance- phone us 
nigh 


a a | 


5 el 


ey ee i J ' ita 
My Lead cts Wi 


a a} = = 


ef any of the deatai's asked to; 


Customer Code (if you have 
one please use il, il saves time) 


Address 


Cheques andp 


44 464m 


SPEND Al LEAS | 
arked wihasiart’} 
12iow) fo make Sure they are ava 


7 eps | 
Hol fee Lie il 7 te 





FI001 


FIO02 
Fioo4 
FIOo5 
FICS 
FOO? 
FIOO8 
FiIoog 
FI010 
FIO11 


Rasputin 
Hunestone 
Cosia Capers 


(harrier 


Thunderbirds 
Willow Patlem 
Don't Panic 
SubSsunK 
shorts Fure 


The Come! Game 


Wes only) 


ff 


Eta ul 4 TWO GAMES 


} uniess you Pave 


lable 


rin 1 Ol wu Going 10 Ore pee Bul 


bo 


juke wWSsea Sepafale Merce op 


Posi Code 


By ihe form 


ostal orders should be made payable to AMBYTE. All 


orders should be posted to AMBYTE, 200 North Service Rd, 


Brentwood, Essex. CM14 4SG 
















IKell ancems ated. i ml-volelaote)iy 


This month's lengthy listing is a bit different from anything 
| weve ever printed before. It's unusual, witty and it has no 
practical use whatsoever. (Okay, so that last bit sounds a lot like 
| most of the listings we print.) 

The program's called GiGO, which stands for that well- 
known computer saying, “Garbage In, Garbage Out’. The 
name's very apt, though you may have to use the program for a 
while to see why. 

Author is 15-year-old John Ablett, an O-level pupil at 
















































Horbury school, Wakefield, West Yorkshire. ‘This program has phoebe 

already proved to be extremely popular with the computer- 2 abs 

studies group at school,’ he writes. : | 
The idea of GIGO is to let you hold a conversation with a ] 


litle Max Headroom character at the top of the screen. Max 
moves his lips as a message prints up on the screen. You then 
type in your reply, Max mouths his reply to your reply, and so 
on for as long as you're typing finger(s) can stand. 

Max, being a computer-generated character, has a limited 
vocabulary. He only knows 102 different things to say including 
his standard start-up greeting, ‘Hi! What do you want to talk 
_ about today?’ However, this doesn't mean that he has to repeat 
himself. He'll learn your rephes, and then throw them back at 
you when you least expect them. 

Max isn't a very intelligent guy, I'm afraid, so the things he 
says don't always make much sense. The surprising thing is 
how often they do make sense, given that he just churns his 
phrases out at random. He can be very witty indeed, but this 
usually depends on the person he's talking to. Bear in mind, for 
the most part he's only repeating things you've typed in — so 
don’t insult him or he'll soon start being rude to you im return. 





3 Vere rave rd 
ererrrrerrrrerere re 


cP errr er rrr rrr re eer Pee 





Pre re Per Per Peer Ee rr ere eC Cr 


? 


THE PROGRAM 

The central idea of the listing is ingeniously simple. The various 
comments Max knows are stored in the array r#{ }, and line $0 
selects from them at random. When the chosen witticism is 
printed it's replaced in the array by the comment you've just 
entered. This means Max forgets each comment as soon as he 
says it, so he can't repeat himself unless you do. This replace- 
ment system 1s very simple to implement — line §0 does all the 
work here. 

Although you do occasionally get your comments thrown 
back at you almost straightaway, you can find that Max still has 
some of his original phrases left after half an hour's 
conversation. 


TAKING THINGS FURTHER 

One obvious development you could make yourself would be to 

get Max talking through some form of speech synthesiser. I've 
ge half a mind to try that myself with Superior Software's Speech! if 











60 AMSTRAD ACTION Oley ke)-ja5: 1986 The mag that's 





18 REM 'GIGO De-luxe’.Copyright J.C-Ablett,July 1986 

29 MODE I:PAPER 2: BORDER 11:SYMBOL AFTER @:PRINT CHRS(23)i 
CHRS (8) 5 | 
79 FOR a=@ TO 3:READ b:INK a,b:NEXT aiFOR a=! TO 7:READ b, | 
c,d,e¢,*,g: WINDOW #a,b,c,d,¢e¢:PAPER Wa,f:PEN Wa,g: NEXT a: FOR 
a=1 TO S:READ b:CLS #b:NEXT a: DATA @,26,11,1,19,22,2,7,9, | 
6.19,21,2,6,1,9,2,39,%,24,1,3,2,48, 18, 25,8,59,2,15,2,6,1,8, 
o,16,0,7,8,8 

48 DATA 25,49,2,7.9,8,9,.4,3,1,2,4,5,7 

SO WINDOW #1,274,39,2,6:PAPER #1,1:CLS #1: WINDOW #3,3,236,19 | 


a2 

168 LOCATE 01,1,2:LOCATE #5,1,2:FRINT #5,° GIGO De-Luxze ‘ft 
| CHRE(14644)+" J.C. Ablett July 1964":PRINT #1," WATCH THI | 
=) SPACE"; LOCATE 81,5,4:PEN H1,2:PRINT #1, CHR®(242) + 


(uUnmoUrF, i 


st "+CHRS (242) 

74 FOR a=1 TO S:READ c,d@:PLOT c,385,8:DRAWR d,@:DRAWR @,-8 
2: DRAWR -d,@:DRAWR 8,827:NERT aztPLOT 15,272: DRAWR 8, -255: DF 
AWR 619,08: DRAWF 8,758: DRAWR -619,0:DATA 15,226,271, 66, 36/7, 
2u7 

aa DIM 
a@e*hi ',what do you want to talk about 
‘PRINT #3 

90 r=INTIRND#101) i at=rG(r): LINE INPUTS, rir): GOSUB 330: PR 
INT #3:G60TO 9s 

188 DATA please, thankyou,bonjour,I don't 
biy.. 


it 


rP$(i@@):FOR a=8 TO IBB:READ réialiNExXT artGOSuUuE 238: 
today FT" :GOSUB 338 


Know, ¥@es,no,possi 
hakKe-Can YOU prov 
don't care,are yo 
to be a rhetorica 


»,that’s rather a rash statement to 
reehat’s that got tao do with me ?,1 
i trying to be Sarcastic 7,185 that meant 


| question F 
119 DATA how 
7,1 beg your 

that 
of 


supposed to mean 

it*s like this 
me really,i*yv 
now ,do0 you Com 


Should i known ?Y,Hhat’s that 
pardon ?7,Wwell you see doctor - 
supposed to be funny 7, you love 
it’s your turn 


sss gas 
e® run out things to say —- 
© here often 2 

120 DATA have you ever 
ce weather we've been having lately, let’s talk about marmo 
Sets, you aren't making a lot of sense,please don't contrad 
don*t have this fear of being replace 
d by 2 human 

i328 DATA pass the salt,ho-hunm,gibber...gibber,can i 
ou seat -, you don’t say,well i never, whD 


it YF, you're only saying that 


ict me - i like it,i 
flog y¥ 
a misical toilet 
to make me 


fink 


Would have thought 
feel better, that’s not a very nice thing to say, 1 yO 

ul Spelt dat rong 

148 DATA you don"t know the half of 
ne comprends pas,sSpracken sie deutsch, i 
Et they were teaching a computer to have intelligent conver 

Sations, what's new 7,17 won’t answer that, rubbish,utter wnat 


it,if only you knew, j¢€ 
heard rumours tha 


i"l] 


fle,wel! 


15e@ DATA s6¢e what i can do for you,but..~..,this is a 


‘recorded message.,can i help you 7,stop trying to change t 


he subject,good gquestion,i never could get to grips with A 
cannot tell a lte...sss 
168 DATA 


hat you"re talking to a computer.(tor a human 


tt makes you feel realiy silly when you realise t 
Cate), i 

slow! 
in love 


in my 
in again ? 
think i*m 


try my best,please could you type that 
¥,¥YOu"re twisting my words,no comment, i 
Hith you 

178 DATA i - you're cute,that's the nicest thing 
anybody's said to me all day,it makes me very happy to hea 
r you type don't really mean that, honestly 
HOouldn"t be telling fibs by any chance ?7,that sounds 
esting 


like you 


that, you rf, ¥ou 


inter 


[ can find the time. The relevant routine runs from line 330 
onwards, and at present it just moves Max's lips. With a bit of 
work, you should be able to synchronise lips, printed text gnd 


the speech itself. 


Other interesting projects might involve producing hard 
copy on a printer, or creating a ‘save comments’ feature so that 
you can store Max's array of phrases and continue your 


conversation with him some other time. 


HOndered what fFe're doling here “,ri | 





1686 DATA could you explain that to me 7,that's fascinating 
POKING, You can’t be serious, i 
te agree, my sentiments exactly, never ',i1 wouldn’t pind lea 
rning to do that,sorry don't make a lot of 
i768 DATA 1°11 bear that 
Glais ?7,i like a person with a sense of humour,it"s no 
9ning matter,i'm bored with this - 
ing else,o.k., ignorance 
f invention 


,i*d love to, you must be qui 


if ij Sense 


in mind 


15 bliss, necessity 


e@@ DATA great minds think alike,time and tide wait for no| 


man,a fool is the ro 


intella 


and his honey are goon parted,monday 
ot of all evil, amazing how i 
gent Lit 

#16 DATA there’*s no money to be made from max headroom 
ersonatiaons,have you ever considered being a wally full 
me ?,i'm feeling depressed,oh dear = that 


MarmMoOSsets,can | 


can Come up with such 
responses isn't 
ti 
is dismal, pergori 
ally epeaking - i prefer go home now 7,o0h 
please - just for me 


eof DATA the mind boggles,i see,but of course,help-i'm a p 


prisoner in an amstrad computer factory typing out silly co 


Nments 


|2-8 FOR a=i TO 28° READ b,cim8 (8) =m8(d)+CHRSib) :mail)=ms( i) 


|} +CHR#ic):NEXT at DATA 32,218, 234,219,235, 220,32, 32,224,271, 


- 


al 
[3g@ DATA 1 


/3, 249, 253, 127,43, 99,197, 198,119, 207,223,128,192, 248,252, 25 


237,222,238, 2235, 237, 32,248, 224,241,225, 242,226, 243,32,52,2 


27,244,228, 295,229, 32,352,296, 238, 247, 231,246, 232,249, 233 


248 FOR a=1 TO Jiatt(aj=" 


b,C,0,6,7f.9,h, 1: 57MBOL 2J0-a,6,C,d,0,f,9,;h,1: NEXT ru 
ev DATA @,69,1,4,15,24,55,496,0,63, 197,59, 136, 199,20, 2098,8, 


@,8,172,96, 32,146, 16,116, 183,239, 249,234,295, 256, 111,78, 136 | 


74,72, 162,681,255, 223,146,8,8,3508,42, 256,124,129 


268 DATA 124, 126,62,63,43,31,31,15, 199,186,114, 1227, 229,232 . 





in future,parlez-vous fran 
law | 
let's talk about someth | 
is the mother o| 


imp | 


“+CHRES (atit cod) +CHRS (at2+eay) +" * | 


>NEAT a:aSis)=MIDSims(9),13,4) :b8(8)="MBP*:be(1)="CDGKNRST | 
HZLFV* > bSt2)-*OAETY*  bS(S)="WaU"S FOR a=3?7? TO 8 STEP-1:READ 





, 232,235,559, 50, 18, 146,234,138, 114,146,15,7,7,7,3,3,1,1, 238 | 


,289 232,216, 228, 291,245, 254,34,194,18,99,27,4, 27146, 169 


278 DATA 1,2,7,7,15,15,31,31,255, 127,159,195, 224, 206, 749, 2 | 


146,216,151, 39,115,187, 93,91,185,08,192, 248, 252, 254,254,255, | 


fou 


260 DATA 6, 8,/,68,1194,1357, 1976, 168,0,68,299,13546,36,75,235, 79, 
Lyi, l,i,l,1.,3,2,1,;8,12,66,1,1271,255,292,47,67,47, 21,35, 31, 
255,755,128, 128,129, 179,128,126, 192,64 

290 DATA 2,2,2,1,8,8,8,4, 234, 124,98,49, 136, 137,144, 144, 251, 
fel,zeoory ee", 119,195,995, 15, 192, 192, 126,128,8,8,8,8, 151,126, 
6?,40,16, 25,55, 98, 236,77, 236, 198, 28,408, 254,255 

cea vl, L427, 2595, 2559, 299, 299, 262, 229, 292,291,243, 25 


5,755,255,755 

318 DATA 139,149,47,32,19,24, 55,66, 238,54, 204,44, 770,48, 25 
197,135, 78,34,17,24,55,608, 198,230, 118,76, 154,698, 254, 
255, 147,135,467, 32,19, 24,55, 89, 134,198, 142, 74, 154,698, 254,25 


4,295, 


E 

| 328 RETURN 
} 330 LOCATE 
/EX#2?,1,4:PRINTH2, a@(1]):FOR b=@ TO 3:IF 


TO LEN ( a®) :LOCAT 
INSTR i btib), UPPERS(M 


#2,1,1°PRINT #2, —8(0);:FO0R m=] 


}1D0#(at,m,1))}<¢>9 THEN I=b 


| 348 MEXT Bb: PRINT #3,UPPERS (MIDt(at,m, 1)) 9 5NEXT 


mi: IF «38 T 
TO OBES NEAT a: LOCATE W2,1,4: PRINT #2,a8(8) FOR 
TO 2667NEXT a 

IF INSTR (as, *7")=-68 


HEN FOR a= 
Aa 


oe THEN LOCATE ®82,1,1:°IPRINT @#2,m8(1)7 


368 RETURN 


What I'd really like to see is a GIGO-like program that 
actually reacts to the things you say. It doesn't have to be very 
clever about this: the classic program of this type, EL/ZA, 
simply watches out for particular key words and responds to 
them. You'll undoubtedly need a much more complex program, 
but the results can be very rewarding indeed. If you come up 
with anything good, by all means send it in - we're always 
happy to have a chat with a reader's program! 
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CHEAT MODE 





PMmilimellobalileme Ute l= 


The response to our challenge to produce a map and 
playing guide of the Mastertronic classic has been ab- 
solutely overwhelming. This guide was put together from 
many different contributions but we'd like to thank 
everyone who sent something in. The best contributors are 
named as prize winners on the general cheat mode pages. 

The maps of the planetary system and detailed loc- 
ations should help you find your way around and get hold of 
most of the objects needed. We don’t want to give too much 
away though, so although we've had many solutions in 
we're only printing some general tips to help you. We've 
also had a Poke in from the amazing TONY HOYLE of St 
Annes (who cracked Sorcery Plus for us a while back). His 
latest effort provides infinite energy and fuel and prevents 
characters refusing to obey your commands. To enter the 
Poke, use Method 1. 


RETREAT 





OUTPOST 
Ye Olde Transporter 


TT 


The main defence system 








10) (6) 20) 8= 
















This way to Hooper 





STARBASE 1. 


_The Transporter room 


















General Tips 
l. Examine everyone and 
everything that you can. 
2. lf characters are uncoopera- 
tive they may well need 


DENEB } 


3. It's very easy to forget that 
You are OF aren't wearing some- 
thing, which could account for 
not being able to perform a 
task. 

4. All the objects that appeared 

in Spelibound are no use here. 

5. Derby TV 1s a lot of help early 


(TL. 





a4 


| 





frets 





5. Getting to Hooper can be 
hazardous so take plenty of 
protection. 
7. Don't use the transporter till 
you get it fixed at Starbase 1. 
8. You'll need three pieces of 
sundial to complete the game. 


The Characters 
Here's a list of the characters 


you'll encounter and what they [aay 


carry. t 





aid 





mask : 


DERBY IV - blank ID card SWIFTFOOT a 
and chocolate heart 
jie) 


SHARON - advert and gas em GORDON - instant film 
+. 6 





RETREAT 
KB 471 










‘{ PLINKIT 


NIRVANA 










HOOPER - magic talisman 
and part of sundial 







~pinco } 






4) i \ PAUSIA | 
The Poke 
18 INK @,8;CLS 
20 IWK 1, 2Z6:INK Z, 11: INK 3,1 5 
GO: FORDER B:MEMORY 4997:LOAR" :PO 
‘KTS*; CALL S882 

O8 LOAD"! KToode*:LOAB"'kigre 





\ - 
ark bomb 


ireo hold 


‘ 


4 Enea aK, ans Soi. 
Torch SW Resistor Starmap Starfleet manual rist terminal 
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Use the flower killerfrom | ce 
1 Ria r my | PLAYSKOOL | PLATFORM 
|.Bloom here. Then use (TO MUSEUM © ccREEN 


fertiliser from the 7 eae | WALL) | (TO BEDROOM) 
graveyard ae 





Use the glue fromthe 
launderette to gum up 
the works. 


PLAYSKOOL | BANK 


The floppy disk fromthe | | 
Bank causes havoc. 


CT Sk hme wt ne peepee ame ea omit PE Nag Sam 


















oo 
a 


. The battery from the 


; pe someccise = Tete Sein eee Hite mires fale é ite ee Be : 
z .. police station blows al : pra: | 





BASAL AA, 
Tajo ene cee | 





ALLEY WAY’ 
} LAUNDERETTE’ 


PLAYSKOOL 












Nf ethene 


ccna 


Satie eee. 
=a oe aera es, 
ae 


Ry on The credit card on the. 
i Ales ¥7}_ wardrobe can be used in 


f the casn dispenser. 
nae Bar ieee spiebeitayd Selita Ss asin eeiott SRR RSE ae 

























The weight fram the 
palice cells brings things 
to a halt. 






Drop the bomb here to 
sheds re file at one 


_ Tye % , a P ; nF rr ee rane = * 
ae fe 8 ae | cee Gee RGGr ta para esa cancers 
se its becieer neta tea epee coee pitta 
/ en Be 
sae eme 
‘ a r Y 


ae ALLEY WAY 





iz 


iSeeeaecerscecnce cock 
Sea eat orerame rere 
Sania a 


: a ‘Bank here. 


pie CMnb 





TOY SHOP CHINA SHOPPE 


CELLS Agree 
% 


ernie ease ea ee jens | ae Ee ea ke | So ae aa ee a ea le al eta al oR ea eh i eto me 
Mat et Sela aNica eaten, acer ea mae pee iccork Peaks cucere ast Cire Pia a rice tice eee rea Mae otra tr etre ee cies 
; pet aya a Pg corpo | ee aT a ao ee! eget Te ee ei 


| eee ste pe ceaeerceteerts is pest | 
rs 


. Boat = 
a. es ae 
c* 

= 1. 






JUST MICRO 


it 


POUCE WALL 


a. 


a ‘a =! 
Sena aS 
ee a ee 


A A 
. oe . 7 
reece 
Ces ‘ i 


oak 


ee ear ey 


ee oe ee ee ee ee 








BEDROOM JACK'S a see 


BEDROOM [Pie ce es ees 
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KITCHEN 





LIVING ROOM 


oo na 









a a re mee : Bu eu Site + ee ee Sthuiiesn nts e es a raeierrst Bice : - SERRA SESE rete pe ae 







4 scintihhe See seer by Teas re 
Re siseai gece aR ES 





HUMMO | 
socks (¥ 
BS 


a, = 


TECHNOLOGY 
RESEARCH 








secre hes: “see LEEORERRTE SREARRDRMES EERE SPECS! ON eeC aE 
=i : = ‘ as . . 
aia od as . 

ie 


3% 
ae as: | 
ae 










GUMMO'S 





TECHNOLOGY 
RESEARCH 


= i X Le re 
r —— rn S . 
Br - en a I=" ——y : — == i ; : ——— = ha : a ania ta aie Rada an 
ee ee ee ee aoe ma : igi 7 ee 1. Pa RP Bia ein Tee ; rr erie 
FPS SER TEP SE OF CSTE Serle SOR eS re wets eee en a SSR ae A Seale mR eae Anes mee anes mentees ahr rrr aysineemeea Tce area tec crea pY pebett ito beeper tet 


ee F a at oe ee 





MUSEUM MUSEUM 











ALLEY WAY 
(TO GUMMO’S} 





: ee ey oa | —— ptt 
RRO RRs Ona aaa ie = — = = er } ana no . Prt 
See ata a ae aA! ae ea . : ; ; 
‘ = a =. Looe aes renee ia Calas aa Cie cae eee 2 = . = BP eae 
SORES GES, pie ee ere acon ee aneeeenente neces 
5 " ‘ 2 a one nel re 7 ee ne catgt abatroP'ar alta" abana" thoes ullarol tte nat iesPeaiatanat aoe itn? nator" ea mal Pesan Netaee PeaaPashetisMasisBichami Big eaP 





Ns WSs) a NSNSNN 








tunes at 
Troetice ff 
seen 


— ; OUBLER+ hs, i. , | + iy | “=SSSe .* 
— nr ty AANA nik tt it} = 


mats 
arp Ss 
pare 
ome hal Lai of ALL 


uf beach ay J” Discs 
ne ee WN Usually A Vallable 
ra © £39.00 for 10 

ine. P & Pp 


je oe ei SS : 


<— DISCMASTER V1 V1.0 


A 
Ar | = 2 maseiantn os Lam une wath DOOR ane The beat 
ca caplet tocar 0 bs hs, ts — : # | 3 . 
“Durica pops toa F crinkle Bhat ~<a | eater Cur arn, 7 eS ay : ~— 
4 Bhat WH! Operant Wilh Cet Get Eee deers Le 2 yey si - . i 4 : Deepen ‘ 
eaganertirn fut Gye eacetine FPA, Pee Dee unetde bo Find ome that 
aunt We. a qure the thee UPL ATOR 1 re beet dine huncieiap program avails. 
npaasdestab ieee ee eet 2d ee a Fucus ata aril tae aria 
lett 2'co aha cae Seair 
“ME BAR EA dl Gehry hae aM, ple 0 eae am oe 
eres a scamig mana ruta Sada oe bes, ae co Oe oe heel 


oar Cael tet 
* eypere ee sored alk (ae a i Pe ee 


RECOVER... Tes progree dios po eet arty fies Tae Puy a alieh ay De 
reaped cma Grd “yet words mia oe ae ye aie 
“EXTENDED CATALOGUE tees on cere OAT ad oe ae, ee Ae aa 
atdbengih nibpies if cab AAC ane erawtihee op Coca Nes 


ONLY £19.95 


other adverts. There i only one 
fee peed bow eltbedd By program at He type. 


; Fanaa GY 


12 Sere 


i a Fg BIE 
"OUPLICATOR ; ie ie the reerel porarertesl 


“SUBIEC T TO AVAILABILITY. ALL OR DERS DESPATC HED THE WORKING DAY AFTER RECEIPT | 


Al prices inciude P&P and VAT. Send cheque, Postal EVESHAM MICROS MICRO CENTRE 

Order or Credit Card No. Credit Card orders accepted BRIDGE STREET. EVESHAM, 1756 PERSHORE NOAD, 

by phone. Callers welcome. Wide range of goods WORCS. WRIT 4RY. COTTERIDGE, BIRMINGHAM. I 
stocked. Trade enquiries welcome. European orders Tel: 0386 41989 Tel: 021-458 4564 

send price as advertised. Outside Europe £2.00 for i 

a/rmail!, Mail order to Evesham please. athe aoe 


In Australia contact MICRO ACCESSORIES of $.A., 295 Anderson Walk, Smithfield, Sourh Australia 5114. Tel (08) 254 62784 








JOO OND 


AMSTRAD SOFTWARE — - =a ; 
MANIC MINER [2.96 OUACK & JACK E250 | 






































CRAZY GOLF (2.50 JE 8001 JACK P2750 
LASERWARP a‘ (250 MESSAGE FROM ANDROMEDA (7.35 
ATOM SMASHER F £2.50 proce PLAYER (2.35 AMS TRAD 
GEMS OF STRADUS F250 PUNT 2.85 
HARRER ATTACK =600t—~“‘CO;C‘#CRSZCO == anes 3350 GET DEXTER ROOM 10 6.25 WAY OF THE TIGER 
mon | | | oe Teese SPIT 77 1.95 NICK FALOO’S OPEN 7.95  GUNFRIGHT 
GEOFF CAPES STRONG MAN — = ES mai i °° °«£«--9¢n6 ELITE - KUNG FU MASTER 7.95 APO TEU 
HIGHWAY ENCOUNTE= f295 MUTANT MONTY = BB BOMB JACK z SAI COMBAT 15 GHOSTS ‘N’ GORLINS 
RING UF DARKNESS f295 CODENAME MAT £2.80 WHO DARES WINS Il 7. CORE TS RFD HAWK 
AMERICAN FOOTSALL EGOS HEROES OF KARN £3.50 | COMMANDO ROCK N' WRESTLE 7.95 ZONDS 
Stet Ee. _ = ‘oats “F a ae — = it BATMAN Vis VISITORS 1.15 SAM FOX POKER 
| ThPposS | a as ST WE AR RUNG FU r. CAULDRON I 7.5 MOVIE 
cite! {Ty ee SCG j TAU CET 1.98 8©=-BIGGLES 1.95 BLADE RUNNER 
| a cae | BOUNDER PACIFIC 1.15 CONTAMINATION 
<WGHTSHADE sSs~=~=~SsS GATTLEFORMMOWAY = =—=—SsS~S~S« CS RAMA f GAMiAM GOOCH CREET 7.95  SATTLEFELO -clewawt 
WiEW TO Ki . {950 AUENE Et a ae Lee. | | WATER GAMES a FORLOD CUF CAmvaL §67,95 JACK THE MPPER 
Acc = .—:~CS~SS SD EVERYONES AWALLY ee Se | HGHWAY ENCOUNTER 7 MELTDOWN 1.5 STARSTAMKE & 
STARCOMMANOG  +~«€2.80 INCACURSE #8 ©2350 | GREEN BERET Fe MAX HEADROOM 1.95 8 8=6WEXUS 
ASTRO ATTACK ____—__—séE2 0 ESPRONAGE FSLAND ez £2 60 TURBO ESPRIT HEAVY ON THE MAGE «67,95 v1 STARSTAM 
SNCWEALL £5.95 PLAKET OF DEATH : 7.80 ) ALIEN HIGHWAY Tr. 5 TAROUAKE 715 MISS00N ELEVAT 
DARK STAR F480 SHIP OF DOOM (7.60 | | FAIRLICHT 7. SHOGUM 
TRIAL OF ARNOLD BLACKWOOD £2.95 FANTASIA DIAMOND fa.95 | 
FOOTBALL MANAGER | 5.96 GRAND PAIN OAVER £2.95 
LUCKY FRUITS C296 ANSGOLE £2.95 
BATTLE OF THE PLANETS 4.95 SPLAT £2.98 | 
TECHNICIAN TED EGS HEATHROW ALT.C. £3355 
ROCKY HORROR PICTURE SOW saa. FU KUNG IN LAS VEGAS £7.60 
HAUNTED HEDGES f2.96 om hT oa 
| ANCA? | £3.98 Lol 
CHOPPER uA E295 supply ust phone um Jur g june 
SPANNER MAN 27.80 
So —i(ati Be LTD = 
ECT RO FREDOME UE Gtdes etaharcugn’ Conta. 7% ii —————_ 
Wasten CHESS =SSCS~S~S~S~S “3 vi 7 “MAUCI iL INE ST 


— £4 hour ordenng on 0799 319870 


GLASGOW 
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1 


You'll have to plan for the future 
and use your tactical skillsto 
take the attack-tank through 

to “TIGER MOUNTAIN’: 
“TAKING TIGER 
MOUNTAIN” is in 3D colour, 
set in a real-time battle 
environment, which makes 

it the most advanced : 

battle simulation : 


i ll ee en ES 











available. 
| 
| 
| 








i 
| 
a 
# 


= X%-O- 


THE COUNTDOWN f& 
HAS BEGUN... | 


One man stands alone to defend the 
ultimate weapon “NEMESIS” from 
the Andromedan robot forces. 
He has to escape with the 
“NEMESIS” intact, or start the 
countdown to self-destruct. 
Time is running out, every 
second counts... 

For the SPECTRUM and 
AMSTRAD CPC Range. 








Selected “Design Design” titles 

are available from: — 

> WOOLWORTH WHSMITH 
-_ Fy jonn Menzies COMET 

and all leading software 

stockists, or direct from:— 





Pie 
= — 


Design Design Software, 
MANCHESTER M8 7RS. 
Trade enquiries: 061-205 6603 








ES AT THE 
EED OF LIGHT... 


* 1 





















LIGHTFORCE is for VENGEANCE ........... 
LIGHTFQRCE is the Punishment Arm of 
Galactic Fighter Command. 
When a Terran-settled system at the edge of | 
the galaxy is seized by analienforce,revenge ® 
comes in the form ofa lone 

emery 6 hc | See LIGHTFORCE confronts alien in a dazzling 

Ri me mn ‘ fer Lid(=-Velehacmegt-B-jecctale =i tatet-iel-) 9] -1-8e) Alls 
Ice-Planet,the Jungle Planet, Alien factories 
and the impassable Asteroid Belt. , 
pee — at the speed of Light 


SHOCKWAY RIDERS are the pick of th 
street gangs - ATHLETIC, AGGRESS & 

| ARROGANT -as they cruise along the 
Pig ta speed Moving Walk Waya dit \ ged baed (= 
THE ULTIMATE AIM re) 9 EVERY RIDER 
_is to go “FULL CIRCLE” - to do that,he must 
fight off the Block Boys,the Cops and the 
Vigilantes - as wel! as negotiating the Speed 
Traps and Rider Ramps erected by the angry 
eter: Viqer) : (opattch 

SHOCKWAY O00) F Biaeet-marlelcime: slepbar-t 

arcade gamé of the ygar - 
THE ULTIMATE FUTURE SHOCK!! 


. . . 


LIGHTFORCE AVAILABLE SEPT. 86 * 
SHOCKWAY RIDER AVAILABLE OCT. ‘86 
5 SPECTRUME£7.95 
AMSTRAD & COMMODORE £8.95 








—- ————_-_— 
TER- FTL FASTER THAN LIGHT, CARTER FOLLIS GROUP OF COMPANIES, 
+ STE TESTE SEDGLEY ROAD EAST, TIPTON, WEST MIDLANDS DY4 7UJ. Tel: 021-520 2981 (4 lines) 





aa boteur 


‘This poke from Timothy Lomas 
of Sanderstead gives infinite 
‘strength on the Durell game and 
is entered using Method I. 






18 MODE | 

| 28 IhK > 

| 38 INK ; 

| 48 INK 3 

) a8 INK 3 sh 

| 38 BORDER ] 

| fé@ MEMGRY 5838 

$8 LOAD?!) 49152 

72 LOAD poe , 25258 

| 18a LOApe sz" aa 
| 118 Loape rae (16419 

ees | 128 LOGAB* sea 25296 

4 138 FORDER a 

lag LOR": a | 

“ 15 POK E 2aie 












| ia MEMORY 16499 


48 NEXT Ff 





| 68 POKE 18658,8 
78 CALL 16896 












This poke from EK Jackson of 
Barnard Castle stops the aliens 
dropping bombs (except UFOs) | 
and is entered using Method 2 
to skip the first three blocks of 
called | 


the program 
“INVADERS”. 







28 1=16580 


) O98 FOR fi 10 12:READ a:POKE 


xy aixextl 


28 CALL 16588 


38 DATA 62, 22,17, 181,46, 33,8 
56, 285,161,188, 281 
98 END 


again you can toggle the two 
cheat modes on and off as you 
Want. 

A few seconds after the sor- 


| ceror drops in the water he will 


reappear above it, alter several 
other graphic characters have 
‘flicked up on screen — try it, it's 
fun. The practice mode is 


tf onabled by holding down the 


Tony Hoyle from 5t Annes and 
Panl Hutchinson from ity- 
vechale both rose brilliantly 
to our August challenge with 
solutions to the problem of 
invulnerability to water. The 
pokes are very different so 
we're printing both of them 
and we're sure you'll love 
First Tony's poke, winch as 

well 
drowning in the water allows 
you to access the practice mode 
automatically. To use it just type 
Jt in, put the disk in the drive, 
. type RUN and choose from the 
menu which poke you want to 
 @nable. For future use you 
- should. save the poke onto the 
=< game disk; The program actu- 
ally alters the game so take 
- great care-in typing it and using 
iE Dont forget oe disk: een not 
ae disk Saale: ‘Se up), or it 
. won ese Eyeue RUN the oe 


as stopping you from 


a ant and pressing fire snes 






: 
Paul's poke is just as classy and 
does some other great things as 
well, To use this one just type it 
in and save it onto the game 
disk, then jus! run it aach time 
you want to load the game, as 
the poke automatically runs the 
qame for you. 

The poke actually prevents 
the sorceror falling inte the 
water — instead he just floats on 
top of the waves. In addition it 
gives you infinite energy anc 
infinite time to complete the 
task. 


1@ CLS:PRINT*1-Walk on water 


".PRINT:PRINT’2-Practice mod 
e"saS="":WHILE ag() "1" AND a 
$()°2"sah=INKEVSs BEND: e=VALT 
a4) 

26 1F m=] THEN RESTORE 148 € 
LSE RESTORE 158 

38 x=S9B888:coum=8 


49 READ at:IF ad(}"xx” THEN 














































Bob Wade checks out your tips, pokes and game- 
busting ploys. The best ones could win a entire issue's 
AA Raves! So why not send YOUR latest gem to: Cheat 


| Mode, Amstrad Action, Somerton, Somerset, 


5 AH. 


'G Upton from Telford aM 


® Method 1 poke that removes all 
BS the monsters from the 4 
tronic game. 


PORE w, VALI" S"+a$) scsus=csue 
*VAL(*k*+a$ssnexel 6070 42 
SB READ a: IF at}csum THEN FR 
INT"Errorin data" sENB 

of CALL SS@BBFCLS 

7@ IF m=l THEN 118 

a@ IF PEEK Chéise)=hée Taek 

PRINT "Practice mode oft* 

98 IF PEEK tbéissieSn0 irck 

PaINT"practice mode on” 

(8G PRINTSEND 

S10 IF PEEK (4102) =4BA THEN 
FRINT"Walk cn water off” 
ig’ IF PeeK ea Cr) shay Fete zh 
PRINT "walk of water on” 

Lod Prin’ sEND 

140 DATA 3e, 84,32, 2*, 88, cd, 1 
S88, ca, Cc e4l bse yseyce, fl 
SDE aay oe dh Sb Zig et cbse, 
d4 (DCy2i, v0. Se, (Yadeyvey oe, | 
00, 15,88.8e,c5, 2! , 68, 48, cf 
oe, 28, C5, xn, 4226 
(58 DATA 3e,64,32,37 
5,88, 3a, 2¢.41,ee, 08,52, 32,41 
,oa, 07,41 00, Shy 32) 329,41, 38, 
Be ody ol poe clot, cd, cd,o4,0 
Cy2dy oes Oy Py dey oe, OB, Le, U8 
, 16, 88, Be, c2, 21, 88, 448, cf, 55, 

28, CF ux, S122 


aa | a 
te | Ff | 
,ce, CO, a‘ 





f ES - 
Congratulatons to both Tony 


i's nota keto ,.. 


TAI! 


Jafiie NEnORY 4999 1 5 


#78 LOAD"IO™, 5800 
38 POKE £3232,8 
48 CALL 5883 





and Paul = they are fantashe 
pieces of work well worthy ot 
reward, 


1@ MEMORY S3SFFr 

28 2=h4R8O:G0SUS 118 

38 LOAD*sorceryp”, &ebee 
49 POKE begda,4 

"8 CALL b4@88 

68 FOKE £8862, 809 

f@ CALL G8818 
a@ POKE G46; 
, &4i 

99 2=L41495:605UE 118 
186 CALL £4088 

110 FOR 1=B8 70 24 
{28 REND bs 

tod PORE 72, VAL! 
142 NEXT 

15a RETURN 
168 DATA 21, 
e,/ i 

178 DATA Zc, 26, Fb, 21, 84, 48,3 
4,28 

182 DATA B7,7e,Fe, 18,28, F3, | 
3,89 

198 DATA CY 

7B2 DATA Je, 88,32, 87, /9,52,¢0 
Fats 


Zid DATA 32,31, 06, 28,16, 92,0 


/k4S:POKE S483 


q, a 


"E"+bS) 222+ 


13,28, 3a,68, 58,6 


4,77 
228 DATA 3e,28,32,65,92,C3,8 
3,78 


238 DATH 88 
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CHEAT MODE 
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B,cl,cd, ff, st2 
388 JeT 8 be, /1, /é o,e.,c f,o4,0 
C,oa, 03,88, 45c 

S78 DATA fe, 8b,cc, 0% 


2 Te 
dyed y Coy Big od9 
400 DATA 22,60, @1, 33,07, be, 
e, 88,29, 85, 282 
418 DATA 3e,03, 02,80, 20,0852 


2,00, Fe, 08, 482 


42 LOAD"envelo”, £5588 POKE &CB,255:POKE &0), 2755 

38 FOR adeh4@ 70 BOS STEF 18 4 «6238 PRINT" Infinite masks ¥/h 
68 checksum=@:FUR adz-ad 10 ‘dis 

ad449 242 at=INKEVE: IF af= 
78 READ vs ag 

| 88 n=VAL(“E" +8) 25@ IF a$="y" GR as="¥" Thick 
9@ POKE ad2,n POKE &CC, 255 

1a checksum=checksustn 268 FRINT"Infinite keys V/N? 
lle NEXT add ' 


hs ED 
7,21, 00,6 


*TTHEN Z 


It seemed quite a coincidence 
ts month when two mega- 





SCE tere 128 count=count+i:READ ch$;1 278 af=ianetesar et "TREN c 0 420 DAA 20,85, 58,03, 32, bd,2 
tronic game, smo F A ("*+chh)( checksum THE ve Bo2ybly 2d, ode 
ninaraimemmmembie x PRINT’Checksum error in li 258 if af="y" OR ee "¥" THEN 430 DATA Ja,ch,@8,fe,d8, 25,0 . 
out that they came from next ie ¢ne Hee 2.3 | 
Ceili mime we team ne |countelé+ioes END lig heocvtal big 5, 3€, 08, 32, 2a0 | | 
So congratulations Stephen Bite aeeet 299 PRIN; "Entrance to wizera «©6449 DATA QB, apres Prt eee | 
Stokes and Simon Hearn on two eT steered ality VINO" 's room cpen ¥/N?" B,20,05,358,2 
excellent efforts for which you lt OER Ta RSET CHAED | WO steihvryg:TF age ry AT a ae 
deserve equal credit I'm sure. 158 ab=[NREYSiIF ad="" THEN | te i di taal Eica  nL L a8 Di iA 99,532,654 1,3a,c4,8 
We're actually using Stephen's It) ‘i D, Fe, 88, 28, 205 | 
version and he also sent in a # “= .fo0." AO -€-"¥' Tut Se Jr ag="y" GR ag="Y"THEA 440 DATA #5, de. 88.22, °3, 18.3 
[68 if at= Y UR ad="F" tHEN } : a ee et 
map that helped to produce our ii ! Sry G = OTT, 
own map this issue. Well dane | POKE &CF, 255 Si eRe | a eee jul = 
Cees mM mom 72 PRINT *cxtra energy ¥/N?* S20 PRINT “Entrance to doors 478 DATA #8, 28,8b,21,08, be, 2 
aAaPAeaMieRE aeMAAM 182 aS=INKEVS:IF a$="'THEN ; ith special keys open W/K?” — 2,Fe,19,5e, Led 
ee ee eee 338 a$iNKEYS:iF af=""TWEN 3 © 498 DATA redress | 
poke's entered using Method 1 Ij E 3, fe, 88, 2 | | 
Mt we Mme tite mem (98 JF gb="y" OR a$="P" Tne t Fe, 88, 23,37 : | 
sorts of things that the program [ERTamts 3,255 346 TF ag="y" OR af=" 7" THEN 498 DATA oi. S0.c3, 3204143 | 
dieeree btlntdeinditeandl 735 PRINT’ Infinit ‘ig g POKE SCA, 255 2,52, 18, ed, 385 
end of the loading procedure. 2B6 PRIN’ "Infinite scroiis a i as ie He ee Sod ae 
’ ———-s- nd amulets ¥ina" Rit ine a Es = | he, re eae | 2,8 | |: DATA ff, bo,€3, 70,81, 88,3 | 
18 MEMORY &555F T19 s$2INKEV$:IF ag=""THEN 2 [WK 3,8:BURDER 6 C, 08, 62, d8, Zee 
78 LOAD"ces* 43508 12 368 CALL £48 S18 DATA #8, 08,88, 80,08, 80,4 | 
| 78 LEAR” Seri Les ' Lipra 2ié IF ab="y" (lf a$="V" THEN ci" DATS o6, g4,71,02,80,)1,2 7,41, 40,49, 11a 










*. 


Duncan McKee from Durham How to win an 


tells you how to set the bombs 
on this Ocean game. Just set the 
bomb clock to the first four 
digits of the clock above the 
score and press the key next to 


88 POKE {1377 
iT POKE | il/73 
18 CALL 1@a9? 





| f ¥ Ou ie ry fl i 


ENTIRE ISSUE’S Rave 


| software! 


io WI an entre 
issue's rave software, mncluding 





high quality pokes and playing 
ips. However, from ou! of the 


it. the M lastergameé, then ail you pack appeared one worthy win- 
| have to dots produce an excell- ner- Tony Hoyle, who not only 

ent map, poke or playing tips. cracked Sercery Flus first but 

| We've sel youa number otchal- also came up with a poke for 


You're in for a real treat this 











1195 
H118R0RR— 












game. The listing is entered 


captured creature appear on 
slatus: and setting bits 3, 2, | 
and 0 let you play around with 
whal creamres you qe! (set 
them all to one to ee none at 
all). 


70 AMSTRAD ACTION OCTOBER 1986 irs atoit-emag 





lences but if you can produce 
something even better then fee! 


| free = you'll have just as much 








chance of winning a prize 
The best solution will win a 


tremendous battle it'e.been_ —- 
you all descrve great congratul- 
ations. We were flooded by 
Knight Tyme s6luiions, «maps, 

— . 


+ ine 


Knight Tyme. Well done Tony a 
much Geserved priz 

The runners-ut 
iremely and the { ve prizes | 
go to: Paul Hutchinson for Sor- 


te i) 


month because the program- using Method 2 to skip the [ma copy of every Rave and the cery Plus and Covenant pokes, 
mer of The Covenant, Paui first block called | Mastergame from the issue in Chris Mayson/Gary Smith for 
Hutchinson (see the Sorcery “COVENANT”. It stops you which the solution ig ‘printed. their jack dhe Nipper map, Step- 
Plas pokes as well), has sent dying and is currently set to The number of games will vary hen Stokes/Simon Hearn {for 
in his own pokes for the open all the doors. of course, but in past issues their Storm pokes, Ian Curry 
: si For those who understand there have been six Raves o: for his Anight Tyme map and 
6 MEMORY 4999 these things you might be inter more - that's over £50 of soff- tips, and Laurence Molloy for ° 
28 For 1=8 70 44 | See Shap ine 80, where the ware and some months it may his Knight Tyme map and tips. , 
38 Re 14 | inary number represents a top £100. The prizes will usually Well done all and now you can 
ve READ bg series \of flags. These perform be on cassette, unless you re- get cracking on. these 
48 POKe 425444), Ai ys various functions: bit 7 isnt quost disk software of -the challenges | 
5@ NEY? WL" E"+h$) shown and is not used: Bit 6 equivalent value, We also give. 1. A poke allowing you to 
6a CALL 425 ges vast apse when sheen bit 5 " | ourfive runners-up prizesevery bounce off walls unharmed in 
J44 set means you have collected month of one of the Thrust. 
e DATA 2 21,88 the pareeNent, and therefore Raves/Mastergame in thatissue. 2. A playing guide to 
16,¢¢ al be ls, | 1448, 72, 3¢ ends the ae of: OCR. a8 700 . The first winners are re- Starsirike IT. 
102,8,8,59 start it; Dit 4 when set makes a vealed this issue,cand what a 3. A map of Golden Path. 


4. A poke for robot bmmunity 
in Impossible Mission, 

5. A poke allowing you to start 
onany lewel of Stainless Steel. 


» also did ex- | 











DIGITAL DRUM 
ji\ SYSTEM 
microlive” /M\ for the 
“saturday | Ne AMSTRAD y, 


re" = ) 
Buperet® “ oe, 464/664/6128 


are featuredon 


® 8&8 DIGITALLY RECORDED REAL DRUM SOUNDS 
@® SIMPLE TO USE — UP AND RUNNING IN ONLY MINUTES 
® ATRUE DIGITAL DRUM MACHINE 
‘REAL TIME’ OR ON-SCREEN PROGRAMMING 
@® COMPLETE WITH SOFTWARE 
® EXTRA SOUNDS CAN BE LOADED FROM TAPE 
) CREATIVE, EDUCATIONAL AND FUN 
THE MOST EXCITING PERIPHERAL EVER DEVELOPED 
| DYNAMIC FILING SYSTEM — STORE OVER 
1000 PROGRAMMED RHYTHMS INO 
TAPE SYNC FACILITY I atin AVAILABLE 
PEotece iss ale brads) oO CoKit & £ Editor 
@® POLYPHONIC : 
@® COMPREHENSIVE MANUAL 
® JUST PLUGS INTO MOST HI FI'S 


Available from #29 Paseee] High St.Stores 
and all good computer shops or direct OWBROOK SCIENCE PARK, CRICK 
from Cheetah Marketing. a cileicancle TELE 48 407455 
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THE ALL-IN-ONE ACTION 
FORM 


This form has been created by the Save-Your-AA-From-Being-Overhacked-Department. 


You can use it to register your votes for Games and Serious Software, or to send in your 
Type-ins, without loosing any news or reviews. 


GAME CHART VOTING FORM 
| would like to vote for the following games: 
SOFTWARE HOUSE | VOTES OUT OF TEN 


SERIOUS SOFTWARE VOTING FORM 
1 would like to vote for the following packages: 
| PROGRAM : SOFTWARE HOUSE | VOTES OUT OF TEN 


You can help us out at AA, and give your type-ins a far better chance of being published, by filling 
out this form and wrapping it around your cassette with a rubber band. It would also be an idea if 
you send iin a jiffy bag as an awitul lot of cassettes arrive here damaged. 


DESCRIPTION: 


| hereby declare that the program on the aftached tape is all my own work, and that it has not been 
sent to any other publicalion, nor been published in any form, or submitted to a software house 
for consideration as part of a commercial package. 


(1s Nace RE TAMERS ere eee | 








Fauily Amstrad? ., Send just the keyboard OO NOT sand [he moniter unless 
the montaris also DEAD! (To make sure monitor 6s DEAD, sestchon monitar in 
darvened roan, turn up onghtness to mawrurn aod after S minutes switch off 
SS |. —_ <r ees ff you pala ight spot recesding, fen monitors OA. (not Ol AD.) Please send 
rey ESS tree a Peccci core cierveniyeisins bias chara bin al items, well packed by 'Compernsatian Fee Paid’ — Past, details from your P.O. 


oe ee 

















































= : Mancomp fa-SPOLL | 2 

AMSTRAD... Pree fASPRINT _ AMSTRAD REPAIRS BAC REPAIRS 
ante ane death Aen retin TascoPy 9.90 BETWEEN Lid and iss BETWEEN £ id and £45 
BI2m [DAK + FES GCEE I RIOHTTOR ae GEMINI BUSINESS & ACCOUNTS —- - 

| 6128 128% + CTMG44C0L. MONITOR 399.00 DATABASE (2646646128) 045¢ 25.95 SPECTRUM REPAIRS ESTIMATES GIVEN ON 

| d62 64 * GTS5 GREEN MONITOR iog.o9 OATABASE (46466400178) CASS 19.55 BETWEEN £9 and £20 PRINTERS DISK DRIVES 
464 64% + CIMB4A400L. MONITOR aoe og GRAPH PLOT (46a5 eae 128) 0150 25.95 ETc. 
NS. ORME + INTERFACE (46-4) 199.95 GRAPH PLOT (2bbbebb | ZR) CASS 19.95 
SCOOND DISC DRIVE (LESS CABLE) ga.93 REPORT GEN 6486251 28) DSC 23.95 COMMODORE : as _ 
SECOND OAIVE CABLE 6o5 REPORT GEN (466645128) 0855 Lo. 35 REPAIRS BETWEEN | MANCOMP GUARANTEE 
4646158 MOOULATOR 73.45 HOME ACC (46446606 1278) 015¢ 25.95 Elaand E35 i! che same tz Ocure arnar 90 clays OF a repair, we | 
RS232 INTERPACE (4641 49.95 HOME ACC (46400646 12810455 19,95 ak rie cuaie sail el change AI selina The aoe e 
AS52432 INTERFACE (82561 67.65 CASH BOOK (464664961 08) D196 65.05 ie Sa 
SPEECH SYNTH i SPEAKERS 29.95 (S34 BOOK [1464/6626] 28) O85 59.95 | Aer. FRET 

FINAL AGC (4464/6646 128) O15G 5:55: UG eae ge , Z 

AMX nites FINAL ACC 464/666 1 2a)CASS 59.95 To preredide Wi Pole Aart Seria orale 6B ELP | Pave come acest 2 fir that will be 
AMT MOLE ee oe 69.95 DATAGEM ies ea er oni 19.95 FST. Tore UP willing te actvrue pou as to hoe So ered wou 
AM UTILITIES i995 : With Inderiatienal ‘asire acd deccunts torched orotlen Theygre cole MMAR Sed as eel as repeitetg 
AN PAGE MARER 49.05 BEEBUG UTILITIES Hospatas ard HM, Forces ‘wully comgeulers, are isc gute wEing to dscuss your 
AMX 30 COM 24,95 ULTRABASE (462 heel PR) [hse 17.545 has — oath cat TREY cuss Pha fice a, POPULAR. 
MEMORY EXPANSION UL TRABASE (462566128) CA55 14.95 Toprovide lesurecitecored Delivery on réun Forney COMPLTIAG AEPIAY WARMUARY Isea. 
64M MEMORY EXPANSION [454:66-4) ott Brees papel rapist Leo 16.93 Ba) esr rest 

| 26K MEMORY EXPANSION [46st 99.95 fee ear aeaeeaer ees erg regen | Wee LOW CRMRETS (eg CO tee tory board Laws), Por LOW ACES “Wy commuter blew “eceviiy. | hook Mf te 
260 MEMORY FXPANTIOM 15128) 9.95 Sie a LES A a : MANCORIP, ah toed TB mires. and tor eee tha C10 they 
2 oe. SiON DISS (40464: 79.95 REMBRANT (464°064'5) 26) OSC 16.95 AST - are Eke) oud-op at Georgy efor SCOMPUTER 

| 256 $1, (O0N OSC 16128) 99.95 BEMBRANT (464-064001 28) CASS ba.95 For PROFESSES all the neper compares COLUMN, @d HEATDNE DIGEST. (Vol 1.Ne. 11.) 

| OK TRONIKS LIGHTPEN © UF id5a664) 24.95 Elst DEMON 46464:6 126) 015C Av. Sincien User’ apche to. MARCONI? gegmed the TOs! heer . A ae ee 
JOYSTICKS | Cisc SEWON 46406-46128) 20M 29.945 professenal ehen | cate to advice and 2 helpful atlilude™ : ss AF... Cal id ona aie pean cerviodkar Seine 

il ooh TOOLKIT 64664061281 D186 17.95 ALGUST 1985 ily org pier ocd smc rapa 
feiss aeat ackendaria ahah 9.99 TOOLK TMéa/B6d61281CN85 14.95 eet PLATE HAGRIL cane TAIT FC GEM rE na 
CHEETAH 12S JOYSTICK 6.98 TOOK Ti4é466461]20 R0M 24 94 ‘ea ehatit, ora fen ar eet eats ace dda back oom. A Mert is nothapwg, ven wv 
COM MUNICATIONS COM PLETE OFFICE SUITE ete papa oeet tec conker ind ins. Based in AST 
DATABASE Manche ter, BULROMPP sr afer what aquably the festest . Ls ware 

COMNSTAR aOR TARE 41.62 MIN! OFFICE H(464/664'6128) C458 14.95 turmancund in the buinesd, to personal calers”. CAASE an eeeuhsenas ine BBC ‘ceenmerlore, Apple and aka 
ara aE 79.06 MIN OFFICE Ihe 6606128 016C L995. Magazing SIME 1986 renew 

| COMMSTAR + INTERFACE 102.35. £ 

| COMMSTAR + NIGHTINGALE 150) Ga on INTERS Sr ETE =r 

| COMMSTAR + NIGHTINGALE 4 LF 172.49 SEIROSPIOOOCPCPRINTEAHORAMSTRAD 240.00 

- ETO MIGHTINGALE CABLE 8.62 : 


WORD PROCESSING All peices include VAT, Caer. Extra. 


TAS WORD 468 19.95 20ftware orders add £180 PaP. , 
TAS WORD 464 —01Sc 24.95 Harcware orders add E700 por item PEP 
TAS WORD 6178 saq5 Joysticks add £1.00 Pap. 


DEPT AAI0 PRINTWORKS TANE IE VENSHUL ME MANCHE STER M 19 BJP. 
Tel 061-224 1888 or 061-224 9888 


Printer Ribbons For 
DMP2000,.« £5°5 
8256,8512 «*" £5-50.. 







Sas ee EM ay Please send cheques/postal orders to: 

| _ Compumart, (Dept AA ) 

= nit 8, Falcon Street, Loughborough, 
Leics , LEN 1EH 
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Sas By the ‘ioe you’ ve OSE this part of the magazine, 
chances are you'd love to get your. hands on some of — 
eee “the software we've reviewed. And that's just what you 
>. -¢an de. Our mail order service. allows -you to order. 
See virtually ANY piece of software for the. ‘Amstrad 
BS micros reviewed in the mogozine. What's more you 
So ean: save. yourself a good sum of money on eed ' 
: - ‘AND ‘qualify for great free gifts. j 
: Hey, it's a wonderful way to buy your software! 


| SUPER FREE GIFTS! 


If your total order is over £15 you will receive one free title from this list, 














liietetelticicuetipigiooumacivies 


and if it's over £30 you will receive TWO. Use the order form to mark 
your preferences and to delete any titles you already have, but we 
cannot guarantee which you will receive, so be prepared for a MYSTERY 


GIFT 


KUMG FU,/NUMBER 1 

Two great Ocean games on one tape, 
as given away with the Christmas ‘aS 
insu OF AA, 


THE COVENANT + DEMOS 
The AA-Raved PSS game on tape, tog- 
tities, and instruchons for transferring 
The Covenant to disc. As featured on 
the cover of our May issue. 


| (CASSETTE ONLY 





VOUCHER 


For wee with orders from £5.00- 
£3.39 


har. oe voecher per order: 


Devil's Crown Marsport 

Alien 8 Alien High 

Herbert's Dummy Run Sweevro's World 

Everyone's a Wally TLL 

Electro Frecicly Batman 

Splat 

aaa : 
tbc bee 


Soannerman 
Hunchback 


Master Chess 
Roland goes Digging 
Message from Andromeda 
oe Hawk 

Winter Games 
gata Blues 


Beicusensosect 
Alex Higgins World Pool 









vouC HER 


Fad oe with orders aver £50. i 
[man, ome voucher per once! 


For esa with orders ae FHO. O0- For use with orders biome E70.06- 
E (45.99 


(max. ona voucher par order] [ieee cote wet het ped order) 


d j 
a : | : i. ' A : . 
| F , i d | 
man I 7 
' ny 4 if ay 1 ; * . 
=e : aa i ae a el a i a ia Tae . hice aie | | i ne 
a, ee a ne 2 5 : a nes rh te ee eT a hor ake a j i oe 
eile | a a i Fale ee ae as oe hee a & nas 
ate Eee Baa | a x a a aM - 
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FREE! 


with any order over £5 


FREE! 


with any order over £15 


FREE! 
with any order over £30 
A C15 data cassette containing A blank 3” disk OR your pick of 
any TWO of the games featured in 
the Super-difts box. 


Your pick of any one of the games 
featured in the Super-gifts box. 
Most would normally cost £8-10! 


high-quality tape specially desig- 
ned for computer users. It comes 
In a library case with blank inlay 
card, 








“OVERSEAS READERS WELCOME _ 


Readers in the Republic of 


~ HOW ORDERS ARE DEALT 
WITH 


Ametrad Action Mail Order is run 
here in Somerton by the super- 


afficient SUE TAYLOR, the woman 


who gels more mall in a day than 
most people gel each year! 

Unless your order includes 
programs which our suppliers 
cannot get hold of for some re- 


IRELAND can order any of these — 


goods at the same rates as British 
readers provided thal payment is 


made in pounds Sterling. If you 


wish to pay in Irish pounds you 
must add a IR3.50 surcharge IN 
ADDITION to allowing for the 
current exchange rate - that's 













ason; Sue despatches all packages 
by first class mail within two or 
‘three working days of receiving 
the orders. Therefore, you can 
normally expect to receive ‘your =~ 
parcel about a week te 10 ee 
after ordering. prea 
fies delayed vayven that 
chances are you've ordered a tare 
which hasn't yet been released or 
in temporarily unavailable. In 
which case a phone call from you 
WON'T speed things up. (In fact 
the reverse - phone calls are very 
: Aa eee If a long delay 
ere Ubely we'd ok yon Betw. 


PLEASE BEAR IN MIND | 
l. The fact that a program is re- 
viewed in the magazine does not 
guarantee its availability aince 
some software is. reviewed 
BEFORE it has actually. been — 
released, 
2. We are happy to refand paras 
order at any time up io the de- . 
spatch of the goods. But becanse of 
the possibility of copying soft- . 
_ Ware, no refund or exchange to an 
‘alternative piece of software can — 
- he given after they have been de- | 
. spatched. Software which does not 
load may be returned for a re- 
placement cassette or disc con- 
taining the samo software either to 
us or directly to the software 
house concerned... 
3. We. try: to be an accurate as we 
can with details of price, compati- 
eae bility and dink aren but 
gannot accept liability for any 
“errors thatcrsepin. — ie 


what il costs aa to pay in your 
cheques or postal orders. 


EUROPE must add £1 per software 
item to the cost of their order. 











Readers elsewhere  —-in 


Payment must be in pounds — 
Sterling 
Send! Hnis form plus payment | to: A AA Mall Order, 18 Pinewood Drive, Somerton. Somerset. TAN BP 


BITING oo se ccshccavacstesgupuuadcurendauveestdeeutaadevechssssrhacdacccicceccous | MODNANG NO. (HPOSS ieivscsssscae sana 
PBR ee seeb acetic spectre acteurs hates secs ns ss a do 0m eat p MN pcm ea vic ral en 
EUR ce dl deaieveunten thi potianmenesutitcetieese eanehpiaataReaseetece ATaT ERE Seren EaE stains RT OEIC a: 
Machineowned: Licpc4ea [_lcpcesa [ cpceies 


Enter the programe you wish to order in the spaces below, Under "PRICE" you mus] enior the full retail price, H you want more than five tems, 
you should list them on « separate piece of paper, 


SOFTWARETITLE = =——S SOFTWAREHOUSE __DISC/CASS PRICE 


—— 





eee 


| 
| 


PRE-DISCOUNT TOTAL | 





Tick one of the following according to your PRE-DISCOUNT TOTAL 

[_] Underts |) €5-9.99. lenclose aSOpciscountvoucher. _] £10-14.99. lenciose a £1 clscount voucher. 
[] £15-19,99. lenclose a1 voucher and claima free gill.  |e20- 20.99. | enclose a E2 voucher and claima free gift, 
[ a £30-40.99. lenclose a £2 voucher and claim two gilts B Over £50, lenclose a £5 voucher and claim two gifts 
TOTAL PAYABLE FOR MAIL ORDER (=PRE-DISCOUNT TOTAL minus discount: a 


Add this totel io the amounl payable on any iaeala offers ordered on révaree wide, | 

Now delete from this hed the qurnes you slreedy have, and circle the ones you would particularly ike as your free gittia), 

Joni Pus Covenant: Devil's Crown + Alber 2+ Harbors Quremy Run + Everponeé a Wially American Footbal « Froddiy * Hunter Killer * Lasarwerp* Solar 

ohuce Egg: Coumuus Aces = VinQgier » Py acnatarna « Spaonenman = Huncrindckh: Master Chess + Holand Coes Digging + Ancromeda « Space Hawk 

Winter Gareed - Gocrmaiay Bigs « Gat Deuter + Soccer + lau i g0"s * Martpor » Aun Highway * Saeed’ Widrd = TLL + Highway Encounter + Batrean 


You've read the reviews — now get your Arnold singing! 


Save £7! 










This disk could be yours for just £22.95 
Or if you haven't got a disk drive... 
Save £3.50! 
MUSIC SYSTEM 


On cassette at just £12.45 





Our seven-page special feature shows you what your 
CPC can do in the line of music: now you can put it 
into Action and save yourself pounds with this 
Amstrad Action offer. 

The original Music Sysfem caused quite a stir 


describing it as ‘a superbly executed package ... with a 
thorough and very clear manwal’. Since then it has 
become the standard against which all music pack- 
ages have been judged, and largely found wanting. 
The Advanced Music System extends the facilites still 
further, and ‘the main section ... looks every bit as 
good now as it did six months ago’. 

The package is very easy to use, with pop-down 
menus and windows. You can create three separate 


ADVANCED MUSIC SYSTEM 






when Pete Connor reviewed it in our March issue, | 








SPECI 


t Save chaos! 


Price V4 iy |: 


Save £3! 
3D STARSTRIKE Il 















Only £3.95 


| You asked for them and now you've got 


them. No more piles of Amstrad Actions 


| cluttering up your living room carpet and 


getting, sob, battered to pieces in the pro- 


| cess. Instead a superb, custom-built binder 
| specially designed to take 12 copies of AA 
}) and preserve them in pristine condition for 


prosperity (and easy future reference). 








voices ata time. As you ploy, the tune appears in full 
musical notation on the screen, The Advanced version 
includes a printout module for printing six voices of 
music on proper staves on paper, and a linker module 
that allows larger pieces to be played. 
We are offering you The Advanced Music System 
on disk for £7 less than you will find it in the shops, 
and if you haven't got a disk drive then we are .- 
knocking £3.50 off the cheaper Music Sysfem on 
cassette. If you are planning to buy a disk drive soon, 
then you can still benefit as Rainbird will upgrade you 
to Advanced for £14. 

Whatever you've got, this is the best way to get 
into music and save money at the same time! 





Yours for just £6.95 on cassette 


Just a glance at this month's front cover 
shows you how much we rate this game. It 
offers stunning 3D space combat in a style 
reminiscent of Elite, but those vector 
graphics are filled in with glorious colour! 
The aim of the game is to break through the 


| enemy's defences, destroy the central re- 


actor, and escape fast. But there are a 
variety of planets, each with ever more 
powerful and varied defences, each of 
which have to be destroyed. 

The defence of the galaxy is in your 
hands. At £9.95 this game merited Master- 
game — at £6.95 it could be yours. 
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SPECIAL OFFER FORM 


Fillin your name, address and machine type on the reverse of this form. Then place a tick next to those items 
you wish to order, 


1. NEXUS 128 
| | Just £12.95 on Disc 


5. Speedking Joystick 
| Just £9.99 


9. Back issues 
Number? £1.35 
Number 4 £1.85 

. Number5 £1.35 

| Numberé £1.85 

| Number £1.35 
Number 10 £1.35 
Number 11 £1.35 
Number 12 £1.35 
4. 3D Starstrike II _ 8. Subscription mo ee ca sa nciude a cover 
| Cass £6.95 | LJ} 12 months £16.50 game softwar 
| Disc £10.95 | 


- PLEASE 


These offers ara separate from the 
rest of our mail-order schame. You 
canal use the vouchers on ile mail- 
arder page to obtain further dis- 
courts artic: free guts ~ we've already 
| knecked aff the most we can! Hew- 
evar, « you prefer, you may order 


2. ADVANCED 

MUSIC SYSTEM 

|__| £22.95 on Disc 

3. MUSIC SYSTEM 
_| £12.45 0n Cassette 


6. Powerplay 
|_| Just £6.95 on Cassette 


| any of the ifems on this page al heir 
NORMAL FULL PRICE through the 
ordinary mali-order scheme on the 

| previous page. You can then use the 

| rolevant voucher and; if the price is 

| vower £15, claun a free gift. This-couid 

| Make sense if you are ordering 
ether goods at thea same tuna. 


7. Magazine binders 


Containing Supa’ 





TOTALNUMBER OF ITEMSTICKED | | 


a Es 


TOTAL AMOUNT PAYABLE ON SPECIALOFFERS | £ 


lenclose a cheque or postal order for this amout, plus the total payable for mail order on the reverse of this 
form. The payment is made outto FUTURE PUBLISHING LTD 








OFFER 








BINDERS 


These binders look every bit as good 
as the magazine, and include the name 
‘Amstrad Action’ embossed in blocked 
Newvap Gold on the spine. Individual 
Magazines are held in place by being 
slotted behind one of 12 wires 

Loyal readers, don't delay. Request 
your binder right away! 








j Save £3! 
POWERPLAY 


Yours on cassette for just £6.95 


§ #AA-Raved in this issue with a rating of 58%, 
| Powerplay is a game with a difference. And 
if you've ever played Trivial Pursuit —- this 
is Trivial Pursuit with a difference too! 

Like the board game, Powerplay re- 
quires you to answer awkward questions in 
order to progress. The game comes with 
over 2,000 questions built in, and new 
§ questions can be added with its question 

| compiler. However, unlike the board 
game, there is a whole new level of 
strategy involved. 
| Play is set on Mount Olympus, and each 
of the four players plays a Greek deity. 
Each player has four warriors moving 
around a grid of colour squares; the colour 
of the square determines the category of 
the question. Players can challenge other 
players in their bid to destroy the other 
| TITS. 
7 It is a great game at £9.95. At £5.55 it 
should be in your collecticn! 








SUBSCRIBE! 
Ensure that you get the next 12 
copies of Amstrad Action with 
the minimum of fuss. £16.50 will 
make gure that every issue 
materialises on your doormat 
without you having to lift a fin- 
ger. | 
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NEXUS 128 





EXPANDED VERSION FOR YOUR CPC6128 


Only £12.95 on disk! 


We are offering you the chance to buy this 
September AA Rave, especially expanded 
for the 6128 machine, at a special low price. 
You won't find this version in the shops, or 
in any other magazine — it is atailabie only 
through Amstrad Action. 

Nexus, from a new software company 


§; of the same name, is set in the headquarters 
of a powerful drugs baron based in«& 


Colombia. He has captured a fmend of 
yours, and your mission is to rescue him 
and break the drugs ring. You are helped 
by members of N.E.X%.U.5., an undercover 
operation working to bust it from inside. To 
break the ring you have to find the answer 
to a number of questons posed at the start 
of the game. 

The ordinary version of the game, as 


Save £3! 


EXCLUSIVE! 


Available only 
through AA! 





available in the shops, has eight levels - 
this version has a full ten. The original 


‘Version poses you 32 questions — this ver- 


sion asks you to solve 42! It is bigger, better 
and cheaper from us! 


ne) 1d. 4 SPEEDKING JOYSTICK 


This is the stick that won enthusiastic praise 
in our April issue, and thus w the stick that 
we use in the /LA offices for all our reviews. 
Unlike most joysticks which work best 
standing on a table top, this one is cleverly 
designed to fit neatly in your hand with 


your index finger comfortably over the fire 


button. 

Chief games-tester Bob Wade wrote of 
the Speedking: “The grip is very comfo- 
Tiable and should enable eng hours of 
play...the internal contact: 
switches which give a positive clicking 
action. This makes it ideal for platform and 
waggling qames, but it is also suitable for 





many others." 
The Speedking is built solidly anc 


should stand up to months of use - ours is 
still performing as good as new even after 
several gruelling issues of AA!. It normally 
sells for the bargain price of £12.99. At 
£9.99 it’s a steal. 
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Scecial offer while storks last J diaks box of 10 onby 8. 00, inc PsP. 
FOR MAL ORDER CHOP.O PAYABLE TO 
. . fF | S€5 (4.410)7P.0, BOF 34 LONDON NIS GIL. TELEPHONE 01-0071. 
UK prices shown. EUROPE add £1.00 per tite. REST OF WORLD PrP INCLUDEDIN UK. EUROPE ADOT PER TAPE. ELSEWHERE AT COST. S.A. FOR FULLLST 
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UNIT 14, WHITE HILL HOUSE, 6 UNION STREET, LUTON, BEDS LUN 3AN 
THE UTILITY PEOPLE TEL (0582) 411686 
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Battle for Midway, Battle of Britain, pnecsre eurOne, AND NOW - 









7 - See below | 
“=, for full details Vx 












Command the Afrika 


2 Player game, 
2 Computer 
game using 


TOBRUK, a ee 
port to Medit- 


erranean “Networked” 
rate 9 Amstrads 
gt ee (extra cable 
Vitalto any required), 
supply in the | ; = | Bun § ELBE full joystick 
desert War. ph Fw se ey = c \ | 5 Ee! = % = q O Tol, Phased Game, 
Pri kale, eee rT | A}. i , ] Optional arcade 
Against all th —— a » sequences, Full tank 
odds, by July Ahoy -) * aa __ simulator including: 
1942, Field AR Rommel h: 1 eee = — Driving, Main Gun, 
crashed through the Gazala line, —— werrsiie ts Sarr se ao 
taken Tobruk and forced the = a Saati. tr eeawa 
British back into Egypt. Are you dene including: Ground attack, 
that good? page Airto Air, Long range Bombing, 
KACO TT Oo : y Se — —,. Engineer phase, Green Screen 
AMSTRAD SERIES “ -_ option (Amstrad only), 
£9.95 (C) £14.95 (D) Pee Tank recovery/sabotage, Save game. 
MAIN MAP TANK ATTACK TOWN ATTACK 





To receive your FREE DEMONSTRATION TAPE of this game anda 
catalogue of our other products, send a self addressed envelope (at least 
licm < 22cm) with a 17p stamp to : 

TOBRUK DEMO”, DEPT A, PSS 452 STONEY STANTON RD, 
COVENTRY, CV6 5DG. Tel (0203) 667556 

(Offer only available while stocks last). 
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SOMF Tl INISIGIRN DISCOUNT SOFTWARE 


3 STATION CRESCENT « WESTCOMBE PARK 


Alien Higheay.. 


Kang FuWasion... 3.95 
no nm BS i Laker Gide, feminine 


Gro Bere 
Cobos i! Goslns... 


Hine a) Fie Magick...) og 
Prkenk ol saints air Nappee Eaaes = = 
dea bk en es 
Be o Millen ih Laos Pe Leet eae 7.5 
Serbo Force Haier........... 3.95 
Teamehaath.......— oan ss 

Ts a 1 


Hie 10 Val 4. 


DISCOUNT SHOP AT 3 STATION CRESCENT, WESTCOMBE PARK, BLACKHEATH, 
LONDON SE3 7ER. RIGHT OUTSIDE WESTCOMBE PARK RAILWAY STATION ON 
THE SOUTHERN REGION. OPEN SATURDAYS ONLY FROM 10.30 TIL &00PM 


SIMPLY PLUG IN YOUR MONITOR, NO MODIFICATIONS, ALTERATIONS OR SPECIAL CABLES NEEDED AND YOUR MONITOR 
HAS DUAL PURPOSE, AS A DEDICATED COMPUTER MONITOR AND FULL COLOUR TELEVISION !! 


+ i i oF 


SEE THE AMAZING SCREENVISION AT SCREENS TODAY 
HOW TO ORDER 


PERSONAL CALLERS WELCOME MOWDA?-SATURDA? SAM GPM SCREENS MICROCOM PUTERS 4, ELECT RON cs 
revepwone ouerina Caron tarsauusenronsasranearca | MAIN AVENUE, MOOR PARK, NORTHWOOD, MIDDLESEX, ENGLAND 
ROTTEN ORES TN PArient riease Mow wscarsoeuveny | TELEPHONE: 09274 20527 TELEX: 923574 ALACOL G 

=n EASE ADD 16% VALUE ADDED TaN To Qvotep paces | FACSIMILE: 0923 40402 PRESTEL: 927420664 


Access orders/enquiries tel: 01-305-0521 
ALT PACES IMCLUGDE FREE FAST DELIVERY IN THE LULA ONLY, PLEASE ADO 
fOr PER TAPE ON EVAGPEAN ORDERS AND 1.00 ELSEWHERE. 


New titles arriving every day, please ring for details. 
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ACOLOUR TVF R £78 | 


FACT NOT FICTION. THANKS TO SCREENS ENGINEERS 





AMSTRAD COLOUR MONITOR OWNERS CAN HAVE A TOP § 
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QUALITY COLOUR TV FACILITY THROUGH THE 
SCREENVISION TV AND VIDEO TUNER 


SUPER SLIM MODIFIED TV-VIDEO TUNER OF MOST MODERN DESIGN & SPECIFICATIONS 
BUILTIN AUDIO AND COMPOSITE VIDEO OUTPUT 
PUSH BUTTON CHANNEL SELECTION * CRISP CLEAR PICTURES ON ALL CHANNELS usscrrosecerncwaney 
LED STATUSINDICATOR * ISOLATED 240V AC POWER FOR COMPLETE SAFETY : 
SEPARATE CONTROLS FOR BRIGHTNESS, COLOUR & VOLUME * ON-OFF SWITCH | 2: 2 J 
1 _ Ful. ¥ 
, GUARUNTIEE 
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BLACKHEATH+SE3 7ER 


NOW AVAILABLE 
AMSTRAD 464, 6128, PCW 8256, 8512. 
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ANY APPLICATION 
Call or write to David Braybrooke at 
SOFTRADE LTD 
17 Bridge Street, Leighton Buzzard, 
Beds. LU7 7AH 
0462 712249 or 0525 383929 
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PROFESSIONAL PROGRAMMING 
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Conquest Steers You From Victory To Victory. It's What You’ ve 
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Available for 
~COMMODORE 64 
SPECTRUM & 
AMSTRAD 
Versions coming 
SOON! 
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